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Star Fox Air 


TO BE USED IN CASE OF EMERGENCY 
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START A NINTENDO POWER SUBSCRIPTION FOR MY FRIEND" 


O 12 issues FOR $19.95 U.S. ($27.95 CON) 
$59.40 NEWSSTAND PRICE — SAVE $39.45! 














PRICES LISTED INGLUDE ALL APELIABLE TAXES PRICES ARE SUBARCT TD CHANGE 
PLEASE ALLOW 4-f WEEKA FOR DELIVERY STAR FOX 64 T SHIRT OFFER EXPIRES 12/31/97 


AND SEND THEM THE PLAYER'S GUIDE DIRELED BELDWI 





STAR FDX MARIO KART| | SUFER mario 
64 6a BA 


Hamas | #2807 #2508 
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AND SEND ME A LIMITED EDITION STAR FOX 64 T-SHIRT! 
(ONLY SIZE AVAILABLE IS ADULT LARGE) 


MY NAME AND MEMBER NUMBER: 
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CARDHOLDERS SIGNATURE. 
ENCLOSE THIS ORDES FORM WITH YOLA PAYMENT OR CEON CARD INFORMATION IN A STAMPED ENYE 
COPE ANE MAIL TDI 

NINTENDO POWER 

PO. SOX 97043 REOMONO, WA 98073-9743 
CANARIA DEA DENTE REMEMBER TI USE AN @fTEHMATIONAL POSTANE STAMP. 

























































































































































































Order today to relieve that queasy feeling. 
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MULTI RACING 
HAMPIONSHIP 


P. 30 


STARFOX 64 


Even if you've woe the fmol battle ogainst — 


We took Oceen's Multi Recing 
Championship for e supremeh 
smooth test drive, end now it 
your tarn to get behind the wheel 
of the most exciting racing game 
yet for the N64. Shift into high 
gear with exjht poges of racing 
strategies and course maps from 
the Nintendo Power pit crew. 
You'll swear you cen feel the 
rumble and throb of 500 horse- 
power heaeeth your fingertips! 





Andross, the war is not over yet! Our top mili- 


ists have come up with mission 


ry 
plens thet will help you score hit points and 


gold medels in every stage af Star Fox 64. Not 


only will you ke e decorated war hero, bet 
you'llelso enable o hidden extra mode with 


tougher missions ond new Vs Mode festures. 


X 
If you're looking tor a fresh chalicnga, you've 
come to the right pface Tatrisphere* 
zles will tax your physicel end ment 
their limits Gur seven-page review will give you 
everything you need ta flip, ni 

wey to Tetrisphare success— 
guarantee thet youwva't heve connipfsone 


along the way! 


“F 
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Joshua Pomeroy e Eston, Indians 


More Ideas for Volume 100 
Your 100th issue should 
include the most famous 
games-not just N64 ones 
Put in the NES classics- 
they were awesome, but 
everyone forgot the magic 
they brought Also, add tips 
far those games, so every- 
one can experience the 
precious moments they 
bring 1 think you should 
make all those games for 
the N64 Then, people 
who didn't experience the 
magic could Don't be 
concerned with the future, 
but the past. 
Zeke Kassock 
Via the Internet 


@ uurenoo Power 





In Arena in the 100th issue, t 
think you should choose a | 
Nintendo “dream team” by, 
hstmg the names of ost 
who have posted some of the 
most extraordinary;times arid 
scores ever You should have 

a feature on the best Classified 
Information of all time and ; 
feature some of the best and 
funniest letters you've Rod 


lished in Player's "n 
A. 


$ Vía the Internet 
‘| 





Nintendo games You shoud 
grade each game and give a 
short little write-up “Codes and 
passwords should fill the mag- 
azine That would make the 
perfect issue! 

Kyle Boyce 
Fulton, NY 


Issue 100 ideas: 
1 Scratch and sniff page 
Helps increase game play 
While playing Super Mano 
64, take a whiff of what 
Manos feet would smell like 
after that long jog through the 
desert. 
2 Did anyone say stickers? 
3. Embossed foil stamped 
+ cover of Metal Mano 
4 Character air fresheners- 
great for car, office and home 
i 5 Pop-up page Imagine flip- 


Here is another idea for thë a ping through the mag and 


100th issue You should have 
a lot more Insider Update 
Tom Delaney 
Vía the Internet 


. Your 100th issue of Nintendo 


Power should have a gold 
cover with silver pages, and 
every consonant should be 
intricately carved in ruby and 
every vowel carved iti emer- 
ald A $100,000 bill should be 
tucked in every page. Now, 
what should the first place 
prize for the Player’s Poll 
Contest be? 
J. Caines 

Via the Internet 
How about awarding the 
winner your secret personal 
identification number and 
access to your bank account? 


1 have the perfect idea for the 
100th issue of Nintendo 
Pawer Inside shauld be this 
massive review on all 


Mario pops up right in your 
own hving room. £ 
6. 3-D glasses-the kind that 
give you a migraine We could 
view Mario mercilessly throw- 
ing the baby penguin over a 
elifízall in 3-D, 
7 Asecton called "How to 
Draw" (snicker) 

`- Tyler Thomson 
7o» Via the Internet 


First, let me tell you | am very 
excited about the 100th issue 
coming soon {just as other 
NP lovers wait anxiously for 
the 100th issue) You've done 








One issue and counting! In September, we'll celebrate the Ml ch ex 
ume of Nintendo Power, and we want to know what you’ 


le tov 


our next 100 issues. Send us your ideas-maybe you could ca 
part of NP history by having your letter featured in #107 


a great job and have come 
far since the first issue of 
Nintendo Power Much credit 
needs to be given to you guys 
and gals at Nintendo. Now, 
for the 100th issue, you 
should have a section featur- 
ing a few of the online NOA 
people like Amy J., Travis W., 
Dan O and Kent! 

Heather Cattles 
Via the internet 


Here are my suggestions for 
Issue 100 Include a free tip. 
guide with every tip from 
Counselors’ Comer and 
Classified Information. Create 
an Arena challenge for a clas- 


“ste garne (My recommenda- i 


tion. reach Ganon in The n 
Legend of Zelda without £ 
using the sword or ring) And, » 
give a list of the highest Tetri 
scores you've ever recen 
Arena Since Tetris has pi 
bly been played more th 
any other game, it wi 
mee to know what tl 











brother and | are CRAA 
about the Nintendo 64, 
would like you to put in 


code possible for the 10 
issue | wonder if you could 
make a contest with a grand 
pnze of an N64, because T 
know that there are people out 
there who read 


Francis Viniegra e. Calgary, Alberta 


Background Art: Anthony Franks + Buffalo Grove, Hinos 














Brennan Hepner « Stonewall, Manitova 
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your magazine but don’t own 
N645 | know that it's torture 
for them to see how good and 
fun these games look, especial 
ly Space Station: Silicon Valley 
I plan on getting it the second 
It comes out, 
5cott Davis 
Vía the Internet 


Hey! | think that in your 
100th issue, you should do a 
salute to everyone's favorite 
dinosaur, Yoshi! You should 
do a Yoshi comic, Yoshi 
magic eye pictures and tons 
of other Yoshi stuff!!! 
Jesse Misener 

Via the internet 
Whew! For a second there, 
Jesse, we thought you were 
talking about Barney! A 
dino-stzed thanks to every- 
one for thetr spectacular sug- 
gestions on our 100th issue, 
and we hope that you can 
wait one more month until 
our super centennial! 


Idea Power 
1 have a great idea for 
Nintendo Power magazine 
How about a section high- 
lighting gamers who have 
come up with their own ideas 
for characters in tournament 
games, like Mortal Kombat, or 
who have made up their own 
adventure or RPG concept? 
Cameron Hatley 
Nairobi, Kenya 


The End as We Know It 
In response to Joe Mackie s 
letter in Volume 97 regard- 


ing bad endings, | agree 
100% | think you all do a 
great Job, but | think you 
could try to make our 
game-playing hours more 
satisfying by supplying a 
good ending. 
Les Peek 
Via the Internet 


Joe Mackie ıs very wrong 
The N64 endings are great! 
The cake baking in the 
ending of Super Maria 64 
would be a bad ending, if 
that was the entire ending 
but it’s not. The princess 
talked, and I’ve never 
heard her talk before, The 
graphics were a great 
showing of what the N64 
can do. In Mario Kart 64, 
the shots of the raceways 
were cool, and so was 
Mario talking at the end 
with the castle in the back- 
ground With some of the 
other endings, like 
PilotWings 64, 





thc end credits let you 
know who helped you 
have all that fun Yes, Joe, 
the N64 is a gift from 
above, and the N64 end- 
Ings are awesome. 

Michael McSorley 

Trenton, OH 


Luke Houseworth © Iihacs, New York 


If there was no plot, what 
would be the point ot playing 
the game?!? Certain plots are 
Ihe same thing over and over 
again (Mario, ahem) Mario 
has now basically turned into 
a slightly diflerent version of 
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1 MARID KART 64 NINTENDD 
SUPER MARID 64 NINTENDO 
TURDK: DINDSAUR NUNTER ACCLAIM 


STAR WARS: NINTENDD ; 
SHADOWS OE THE EMPIRE i 


BLAST CORPS NINTENDD | 
STAR FDX 64 . NINTENDO 
GDIDENEYE NINTENDD 
DDDM 64 . MIDWAY 
CRUIS^N USA NINTENDD + 
WAVE RACE 64 NINTENDO | 


Mario Kart gets back on track to zip 
up four spots and reclaim the pole 
position Following in its smoke 
screen, GoldenEye stealthily sneaks 
inat number seven to shake (and not 
stir) up the N64 Powar Charts 


NINTENOO 64 TOP 10 


THE LEGEND OF ZELDA 


SUPER MARIO RPG 
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= LINK TO THE PAST ee A 1 THELEGEND DF ZELDA:  NINTENDD 
a D SSeS 2 SUPER MARIO RPG NINTENDD 
Ss 3 DDNKEY KONG CDUNTRY 3: NINTENDD 
DIXIE KONG'S DOUBLE TROUBLE 
= 4 FINAL FANTASY Hf + SDUARE 
S CHRDND TRIGGER SDUARE 
e 
6 DONKEY KDNG CDUNTRY 2: NINTENDD 
Lud DIDDY'S KONG QUEST i f 
2 iscsi LACE mM 7 SUPER MARID KART NINTENDD 
Xi ^ 8 DDNKEY KONG CDUNTRY — NINTENDD 
FS we Lint ttt hols on tothetop 9 SUPER MARIO WORLD 2: — NINTENDD 
ud spot, Mato cal n Qa a E YOSHI"S ISLAND A 
E the Super ‘ower 
a emee t EST 10 SUPER METRDID . NINTENDD 9 40 
= their proudnsmes inthe top ten 
e 
THE LEGEND OF ZELDA 7 
END OF ZELDA 1 THELEGEND OF ZELDA: | NINTENDO 1 S2 
19 2 DDNKEY KDNGLAND2 NINTENDO 2 12 
ag 3 SUPER MARIO LAND 2: NINTENDO | — : S7 
$ 4 DDNKEY KDNG LAND i NINTENDD | — | 3l 
= = SEDI, MITAD — n 
> i 
o SUPER MARIO LAND 
ea 12 64 (N64) 
Inrecent months, Zelda, Tetris and 2. NINTENDO 64 DISK DRIVE 
Donkey Kong Land: he z 
erect & a m | ssmemcenen 
ES mn the Super Mero Land games 4. EARTHBDUND 64 (N64) 
MEE ccr EE 5. YDSMI'S ISLAND 64 (N64) 
es ms eats 6. NINTENDD 64 


7. CLAY HGNTER 63 /s (N64) 
8. MARID KART 64 (N64) 
9. TURDK: 

DINOSAUR HUNTER (N64) 
10. SUPER MARID 64 (N64) 
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(9) mreno power 









LETTERS, continue... 


Rumbling Across America 


To celebrate the launch of Star Fox 64, Team Nintendo 
rolled out in a van equipped with loads of N64s and new 
games to preview The van set out on a cross-country road 
trip to introduce the U $ to the Rumble Pak and Fox 
McCloud's latest mission The van rumbled from Seattle to 
Salt Lake City, Denver, Kansas City, Minneapolis-St Paul, 
Chicago, Columbus, Philadelphta, and Charlotte before 
finally reaching its destination at E3 in Atlanta Along the 
way, news media and lucky gamers from area Boys’ and 
Girls’ Clubs got the opportunity to try out the game before it 
hit the shelves. Dark Rift, Aero Fighters Assault, Hexen, 


the Road Runner Playing Super 
Mario 64 ıs like watching a 
tired episode where Bowser 
(Wyle E Coyote) once again 
tries to capture Peach (the Road 
Runner) What about royal cas- 
tle security? Try this at 
Buckingham Palace-dress up as 
a huge turtle, then try to take 
Lady Di from her bedroom Fat 
chance Why isn't Peach 
installing security? Now, rf you'll 
excuse me, | think the Road 
Runner is on 
Andrew Hancock 

Saskatoon, Saskatchewan 
Beep! Beep! Like an Acme jet 
Pack-Rollerskate-Missile 
Launcher, the debate on 
whether game endings are steh 
Jar or not continues to explode 
Let us know how you feel about 
the endings-are they the perfect 
payoff for hours of geme play or 
are they a lame letdown? 


Phone Friends 

In Nintendo Power, you have 
made a big deal out of the 
internet and Garne Counselor 
services you provide 
However, | don't believe any 
credit has been given to the 
main Nintendo phone service 
(1-800 255-3700) You can 
call it nearly any time during 
the day for helpful information 
on hooking up a system, trou- 
bieshooting, subscriptions and 
other things, and it's toll-free 
When I got Super Mario 64, rts 
loud noises sounded very 
buzzy | called up, and, after a 
little want, a real helpful guy 
helped me out He gave me 
advice and stayed on the line 
until | was sure the system and 
game were perfect | believe 
Nintendo has great quality 
assurance, its operators make 
sure of it, and that Nintendo is 
the best! 








Steven Burrell 
Rochesier, NY 












Extreme G, and e 
San Francisco 
Rush were also 
on hand for 
test drives 


After hitting the 
road, Team 
Nintendo's Thom 
Leonard concluded, 
"You know ts a 
good video game 
when you forget to 
blink your eyes!” 


To Err is Human 

Nobody's perfect, and in 
Volume 97 we made a few 
goofs We erroneously men- 
tioned on the cover that we 
would be featuring Blast Corps 
strategies inside We got a Intle 
ahead of ourselves, because the 
Blast Corps expert strategies 
actually appeared in the follow 
ing month's issue. In Classified 
information, the Power Special 


for NBA Hang Time is a code 
for the Super NES, not the N64 
On page 71, Mega Man X3 15 
actually covered in the Volume 
88 edition of Counselors’ 
Comer, rather than in Volume 
96 Finally, in our Clay Fighter 
63 Y review, we displayed the 
wrong screen shots for 
Boogerman's Hop Attack 

(+ + +P) Here's how it 
should really look 
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w ud? 


WRITE AWAY RIGHT AWAY! 


Can you feel the excitement? We can hardly wait to unieash 


Volume 100 on you next month. If you're as excited as we are, bet 


some of that anxiety out and write us-it's your last chance ta 
sound off before the landmark event powers up! 
NINTENOO POWER PLAYER'S PULSE 


PD. BOX 37033 


REOMONO, WA 98073-9733 
E-mali: noapulse@nintendo.com 


Background Art Tim Foster e Sissonville, West Virgina 






















am-3 p.m. Pacific ti 
Monday-Saturday — 
am.-7 pm. Sunday 
Fréx ili- and Spanish-speakiig 
teyresentatives ara available. 


TALK TO 
A GAME 
UNSELOR 


1-906 88-0707 


Der minute 


1-900-451-4400 


Canadá $2,00 per minate 


(1-425-883-9714 TDD) 
Sam-Apm Pacific tuna, 
Monday Saturday 
Gam-7 pm Sunday 
Callers ander aga 10 naad to abtain 
parental permission to coll. 


1-425-885-7529 
Prérecorded Game Tips 
and Future Product 


7, information |: 
Naws abgut racont releases and Upon 
games for all Nintendo systems , 
Call forhetp on Star Fox 64, Hexen, Y 
Gads, Supor Monto 64, Blast Corps, 
Dinosaur Hunter, Doom 64, Killer In 
Gold, Stet Wars Shadows of tha En 
PilotWinys 64 and Mortal Kombat T 
tha Nintanda 64 There's alsa balp 
Super Marto game for the Sup 
NES, Oonkey Kong Land fos th 
any Zelda yame Donkey Kong 
and 3, Harvest Maon, Lost Vikid 
EarthBound, Muson of Gara, 
Matron, Secret of Evetmara, 
Final Fantasy Ill, Saper Moua 
Fire I and I, Killer Instinct, St 
Alpha 2, Mortal Kombat H, Mortal 
and Ultmeto Kombot 3. 
distance, so lia sure to get parmission 
‘whoever poys tha phona tall before you 


NINTENDO 
POWER 
SOURCE 


.nintendo.com 
intendo@nintendo.co 
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This month.Nintendo and Rare present GolderEye, a Rumble-Pak enhanced; \ 


lity gamers expect | 










games. T in your Rumble and crank 


up the soundtrack—the factile feedback from your cor wil leave you ^c p X 
shaken, and Golden e's breathtaking suspense" will have you B A \ 


er, Es new focs are e seizing cleri of 


(0). wwrexoo rower 


Houble purposi 
you in meeting Vui 


Most first-person 
arspactive games 

involve blastiag 

everything in sight, 

but GoldanEye chal- 

langas players to use theil brains 
with thair bi awn espen 

stealth missions in wh 

muat locata alhas 

computar syste) 

iza an innacant hystaatiar ar 

daatroy tha wrong comp! 


„yaur mssioa will be a failure 


GOLDENEYE 007 __ 
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Toots OF-THE TRADE 


GoldenEydis packed with guns and gadgetyy. While many first-person games focus 
on creating carnage, the developers at Rare added lots of cleaver devices, and play- 
priate tool for a given situation. There's usu- 








gru 
pedo bl MN 





Espionage in the Information Age 


q ¡| haa changed significantly since 










































¡| the days ot Dr No While 007 
4 still carries his micro spy cow- 
era, mast of his new equipment 
tecludes covert modems, door 
decoders, automatic homb 
defusers and high spood data 
copying devices. 


Piatols ere easy to coaceal, mah- 
ing them the primary weapons for 
most missions Some handguns 
caabe fitted with sifencers and 
are ideal for covert assignmeats. 
Other pistols have tremendous 
power end ere capable of finng 
through doors and this herriers. 





The game featurea a massive 
arsenal of setomattc weapons 
‘with vanoua rapid retea of frre. 
While these weopoas are effec- 
tive for holding large groups of 
eaamies at bey, most automatics 
will recoil sfightly, throwing off 
your aim us yeu fire repeatedly. 










A 
Bond's arsenal is filléd with volatile 
explosives ranging trom gresades 
end plastic explosives to three ver- 
sions of specialized mines Alfmines 
S] have edhesive bases that attach to 
almost any kind of surface you'll find 
18 the game. Remote mines. 
| ere activated by e detonator 
you carry on your watch, but 
toned mines have a five 
second fusc, $0 you must 
lont them and run for saver. 
'roximity mines explode 
when tkey seese motioa— 
temcimher where you place 
them so yas dost stumble 
into your own trap. 


APONS 


Q has a couple of faacy 
weapons yos can easily con- 
eol, fike your handy Watch 
Laser. There are ather spe- 
ciel wespons hidden in 
erates end alcoves through- 
out the game If you're 
resourceful, you'll find that 
these devices have multiple 
applications 


IN-BRIEFS 


Each assigatient in the Missio® Game 
begins with tit} review of six or seven pt 

ina dossier fied with confidential #for- 
mation from 4M6, Tho first fils always “p%- 
lines your assiff?ment's primary objective . 
You cannot cóltinue to the IMEI. Missir 






raat? CCT 
vien al 
dena 


i 


M will bnaf you onyoermis- Qafways hos o tiportwoon The number of olyectives on 









until ys complete Vie primary objectiv sioa ond give yos detailed how to use his gedgots mthe ^ e mission increases whee 
and cet out of the scenario alive. The othér — backgroundieformationout- field. You'll receive spacial you pick a higher difiicufty 
files contain bri i the si hong the key objectivesnec- tals touse oncertalamis- level. The most common . 

les contain brief summaries of the sitta- — gscory for fulfilling your sions. Try to retum them in one dreective 1s to minimize crvit- 
tion and notes fiom your meetings or son- — assignmest. piace. ian casualfres, 


Jwersations. with M, Q and Moneypennt. 


IBITENDO POWER 
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GOLDENEYE 007 


THREE l EVELS OF THRILLS 0077 













GoldenEye hos three difficulty levels? E Secret m! and 00 Agent. While most 
first-person games make tesa e harder by progressively weakening your cher- 
] acter, GoldenEye's mast challenging levels Pave incre: assignments, For example, in 
E OHMSS E y Servernayo's Surface Mission, beginning agents\must complete one objective. 00 Agents 

a da > must sneak aroui ind execute five times as many 

sien $ Sp Fatersbon E. ‘assignments before they're allowed to move on to the” 
next assignment. f 
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MULTIPLAYER MAYHEM 0077 


You can shoot it " with up to three gther players in GoldenEye's 
Multiplayer Mode, just like Bond and Scaramanga did in The Man 
ith the Goldun enc has a varied assortment of 





'enas and characters featured in Gol lenEye ard other -007 thovi 








u'll find additiónal hidden agents ¡and arenas as you Saure 
ODER Mole at different difficulty levels. — / 


li 
l / 


r A 4 f 
pa selact frora eight. mattiplaye 
eh 








scenarios including e competitive shoot 
ftee-for-ell and veas of D UR — " 
three-pn-onc oni two-on-one teem play There $ When you first start playing GoldenEye, you cen choose between 

: also special metches such as You OMly Live ‘ II! — nme different multiplayer erenes, but es yos progress through the 

era pleyers heve only two lives, The - IET levels in the Mission Geme, you'll eventuelly eem access to two 
joiden Gun, where the player j y epeciel areas, Including e secret arena yos won't find entri you 
j di tat vise d penile ell ot the mech es d 00 Agent. gie Lun 3j each multi- 
Li T ü ` layer erena vary in com f bat victory often depends on haw 
i$ fatal, andl The Living Daylyhts, whera the e in r 
red is Lo ployer who cerries the ¡log 
ie longes: y 


ae 








y lly can cheoee to essume 

4 of eight different personalities 
tiore the GoldenEye reovi 

loyer contest, bet you I find reore 

aracters ee you finish the varices e 

fficelty levels in the Mission Mode. 4 

here ere a total of foer additional hid- ki 

n cherecters, so depending on kow z * 

ir you progress a your missions; you-—. 

ld choose from e dozen different 

Chorecters. 








ISSION 1: ARKANGELSK 







i ag 
{cal weapons facility in Arkangelsk, U.S.S.R. The 
ere has turned up in fhe hands oun international/tarrorists. Infiltrata — |. 





E 


ad 
We need to knew the shipping contacts BRANCH [oun te 


for the chemical weappns supply, sel 


































want yeu te attach this covert loa * .% 
on the cable next to ths facility's satel: | Cm gning you five remata | 
lite dish. The modem automatically I minas to esa an tha tan 
activates when you chemical waapons star- 
basa near the computer moniter. We'll age tanhs. Thase minas 
get acopy af everything they transmit, [5r ua en d 
including the terrorist group locations. a attacked ala 
E e watch is tha detaneter. 
GRATES r1 Attech all five mnes so they faca enothar tenh 
= before yon datonata tha charges. 
BARREL .Ó 
- 
| y SEM n GAIN ENTRY TO 
ae LABORATORY AREA 
Three computer rooms =p || 
centrof remote eccess | 
deors connacted to the 
Laboretory All of the cam- 


putar rooms are geended, 
and it’ important te neu- 
traliza the sentrias with- 
out doing celleteral dam- 
ege to tha 


door cootrals. ka E, 
pee Mmm 


7 (Directly beneath the faciti- 
“tys satellite lishis an all- 









I OS four 



























Ew The ti 
Se jd i I -| Weather computers: aitor- 
i Tite di: ‘othe | This is the uplink e mputer ^ 
ro statiens a ie d e | | that transmits orderiafar- — agent OM SESRET | 
o Usethe ata 4 EN d uu NT “AGENT 
LI take out the gua irl "chemical weapons factory. " i 
sach alarm. «1 N ! ‘Activate your Covert - "- 00 AGENT 
E c4 “Modem and attach it 
_ * | a | near monitor 
= == = ed 










ip ee BACKUP W BUNGEE JU 












This is the mast Mandolin is pals >The hengaa jump aff tha E. 
af the mission. form at Byefoma Dents | 
through one at meee *  autamatic on all ti 


hesements and 











along the corridi opere after you've cumpl: 

tions canter Some of teratas objactivea and watchithe fi 
in the hallwey contain explosives, emetic saquance showing: 
sa try taking out the guards fram, Bon making the 700-feat leap. 
adiatance by dastroymg tha | pit the dam. “> F 
boxes The cantars mainframe | hi A 


computar has the 
data files. hf 
A - 


E e. 





E nnno rowe 


Ese, 


BOTTLING 
ROOM ,... 


G CONTACT DOUBLE AGENT 


Dr. Dosh ts wandering 
A andomly ahout the labs in 
ho facility. He'll recognize 
ed and will give you a door 
decoder when you make 
ntact. You'll use the 
coder an the aeslad door 
leading to the [3 
ch hamical waspons KK 
pe room, — 


ID: Boek. vovi need a dec 
‘eps 
Good luck, O07 


MISSION 1: ARKANGELSC 


Ax 
tha botling room dao: 


¡GOLDENEYE0O7 


Zo 


Your fellaw LI. 

is waiting for you i 

ical weapons fattia foom. Telk | 
to Alec until tha Tame tells you - 
thet your mission obje: hs 
sccomphshed, the | 

the remote cherge: 

tha storege tanks 


PS 


rosso pube ROOM TANKS, 
You have five remote mines to use on 3 
tan atorega tenks The only way to 
complete the jobis to place the 
charges on eech tanh So they face: an 
adjecant tenk. Once you plant mine, 
there's no way ta remove 


job nght the first time. = Y 4 


FIND THE PLANE'S, 
IGNITION KEY 


The plan ition key is in the shach on the leit side 
of the loading doch. Use e grenada or two toneutralize 
the security force guerding the office, then snatch the 
koyan the desh and sprint to the tenk parked on the 
right aide of the ranway. 


RUN WAY 


attending to 
s$ troops, neutralizing tha heavy ne 


defenses anit steal} only air mly aircraft 
pros for several pe kilometers. 


M 


[No fancy gadget can ever I 
top improvisetion, p^ 
{Goud thing you spent 
[trat weak in Haavy 
irmor Tactical Framing 
amp—show us what you learand by meaning 
[that tanh and wiping out the runway defenaea. 


> ELIMINATE MISSILE 
BATTERY 


Thia silent miaañle lottery 
won't swing into action antil 
you toke to the skies and 
[then Ht walt he too late to 
|destroy it. Grenodes, remote 
James or tenh shells 

[will knoch this ¥ 
‘weapon out 

lof commission. 


eae 


There era three heavy guns in the bunkers sur- 
rounding the runway You cen use grenadas, 

_zemote mines or tha tanh's main gun to wipe aut 
these kerdened defenses H you decide fa drive 
the tanh. remember thet tha turret gan can 
rotate snd diapatch any thmete run- ry 
ning up behind you. * 


scare IN PLANE 


You're clear for take off if 
y have tha plane ignition 
ey and you've elanianted 
thia haavy weapons Stand 
hahini the planeta left. d 

and loca toward the 

then open the door mur 
troops will destroy the 
planet you" 


wunen (8) 
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_ MISSION/2: SEN 





(ERNAYA 

























| Commuricwuons dish paweres down. 









fission, Bond is ordered to investigate 
fonon the Siberian Plateau. General 
‘old observatory compléy’as a cover for his 
trol center. d 


Five years hfter the Arkangslsk 
the secret (Severnaya instal 


Outümov may be using 
E Soviet space ares 


iem 


This is Standard issue sülper rille. 
with silencer, 007 | don't know your 
controller configuration, hut you can 
press the Aim button to look through 
the scope. There's en added fee- 
ture—press the top Look button on 

ur controller ta zoom the cross 
imire im on your target. 


















While it’s fun to play cat end mouse with the Siberian 
Speciel Forces Units yurding the complex, sooner or leter 
these elite troops ere going to figure out what they're up 
ageinst snd call for assistance Moke tracks for the satel- 
fite dish end power down the communications computer. 
The computer does have e euxiliary system, so m 
make sure you turn it off instead of blowing 1t up À l A 





A Siherien Speciel 
Forces officer ina 
warming hut near 
the dish has e 
large key. This key 
unlocks the door 
to the hut yas 
pessed whan yos 
started the 
Severnaya essign- 
ment Take the key 
from the officer, 
grah the grenade launcher, — Y Á 





end return to the locked hut to 


Sete ario lay AGENT OBJECTIVES. 


^), 
raent ORSENT 
4 


lao gem ^, 








Next to the old 
J| observatory ere two 
huts surrounded. 
a chain fink fence. Search the huts and use the 
| key on the safe. Inside the safe are the plans for 
the space weapons center By this time the =~ 
Special Forces Units ere clasmg fi 
Use the grenade touncher end thi 
fle to cresh their morale 





MISSION 2; SÉVERNAYA. 








1 3 T There sre four security cameras in the 
V hunker. Disable the two sentries next to: 
While the space weapons contro! center is still urider construction, b Rx ere or they'll sound 
“the-Goldenkye satellite tracking/computers ore fully dperational. Bond t d o ne er 
must copy fhe computer files ae get the information back to London. = "hase hes an elite 
Et 0 7 secenity force 
that nu 
nate lers 
CRATES A 





















Since you're more Proficient at éracking heads Y 

then pesswords, I've ted this handy Deta Fie 

for overriding computer security systems All you 

have te dois plug it into the mainfreme computer 
T 


(8). muremo rower 








GOLDENEYE 007 
| MISSION 3: KIRGHIZSTAN 


Seven years oftar tha Arkan the Soviet Union is beginnitg Pp ELS 
tp crumbir. MfG 3-ccerned that Uie test firings at tha Kirghiz#n ?y 
Launch SW" may be outsida the control of tha formar Soviet pow rs. pm ` 

ond must & py tha mio launch data Wed destroy tha silo. E - 


A aE, 


llis missicn, ol' chep. Place the cl inside 
the fuef rooms Those are the squere chembers 
with tha sciantists end tha computers 


This GoldenEye satel- ik» The GoldenEye telemetric 
hta won't he gettmg deta Is on a DAT tepe. You'fl 
off the ground Snape find the cassette ie o scien- 
picture of it for the tists pocket whare 
folks beck is the 
London Office, thee 
i a Š spret for n LR 
A you're not pleying in Y >} tha scia 5 
od pu m Mode, anil find 4 Ru Eur juet To the 
" sion E. piste charges, E Pd Epi) 3 E =X] right of the entronce. 
chiitarete ell treces o! it = 
te tet Sotellite ge sotollto 
embty program Place 
the explosives on the 
lis mside the squere 
joms containing com- Thare ere iour setellite circuit boards m the fuel 
pütere. rooms. You'lf find two in the first room, then one 
= hoard te each of tha next two rooma. The chemlier 
holding the GoldesEye sotellite does nat have e: 
circuit heerd ff you treet the scientiats. 
humesely, they'lf surrender their keys. 


Q geve you o fancy hrietcase 
with e Key Analyzer msule it. n E 

This device is copeble of 

copying all formets of afec- 

trome keys usad throughout 

the world Make e copy of 

the GoldenEye Key with the Boris is willing to nctivate the 
Key Anelyzer, then return the hut he'll set off the bese alerms 
originel so Geeeral Ourumov 

won't get wise 


| andre-coda the ig i 
computer's securi- ] - 
jatplgemation is downlond: 


There's e techie named Boris wandering LETTER is worth e thousafill 

eround the contri] center. {f youdon't Words, e photograph of the =" wm 
scere him, you might he eble ta persueda GoldenEye Setellit king screen E 
Boris to ectivete the memframe so you erteinly wordlia billion bytes af 

coe download the tracking data But be ipformation we yourself a 
cereful—this weesel might heve e trick ten of troubleisf gou snap e pigture of 

or two in hie pocket protector. À 


ing Ronis to ectival 
mantra 
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à > RESCUE HOSTAGES 


Tha hostage rescue is the frickiest part 
of your mission, especially when you're 
trying to seva tha captive guardad by 
three terrorists on the bridge To suc- 
cessfully complete your assignment, you 
must rescue five of the six crew ment- 
bers on the lrigote. The terrorists will 
execote their hostages the moment they 
see you. Use your silencer and try to 

= TEENS exterminate each thraet with e single 

pe NE shot. 


We suspect that the =) 
the a [EE AGENT OBJECTIVES 


AGENT TRENT. 


je AGENT 


DISARM BRIDGE AND 
ENGINE ROOM BOMBS 
The bomb detusar will automatically 


disarm a bomb when you stand directly 
in Iront of the explosive The terrorists 


‘on tha bridge ond inside the engine room 
will detonate the bombs if you engage 
themie e prolonged livelight Use a DSK. 
equipped with e silencer to neutralize 


the sentries before you 2 
encoun attempt to disarm a bomb. k 
Farne ROG 








base is com 


uste 


dalay fuee/Throw the mine at the 
and ran beyahd the rayiga of the blastradws — 


i DISRUPT ALL SURVEILLANCE 
EQUIPMENT 


Your lestyisit to Severnaya prompted base security to 

|| install four surveillance camaras You'll find thrae ol 
them attached to the warming huts. The fourth camera 
is above the stairway inside the Cassminications Dish 
building. The hardast partafthis assignimantis w, 
Incating and destroymy the’ sbaforethey } 
spot you. = 


E NL d 





The helicopter 
mt take off 


y time during 
iur assignmen 
LP RUD 
you can throw the. 
device from añs- 


internation- 
Il communi- 


iit televi- 
ion tapa docomenting your capture 
jets out. The tape ts 00 the table m 
e room eext to the 
ntilation shaft 


lockad in a safe with your gun. One. od! 
ja guards near the ventilation shaft, 
15 carrymg the sate MIS neeris; 
he manual to reconfigure tha» 
$atallita's navigational system. 


ts GoldenEye Operations Manuatí 


‘ve complated this 
isslgnment hefore, bute, 
juard in a nearby hut now 
jas the key ta the commu- 
ications room. Demolish 

ia complifar so security 
an't reactivate 


mE TE 


MISSION 5: SEVERNAY | 


d 


Not only does jhe infil 





Sevemaya. James can’t confirm 


3 | N 
Bond's gamble on riskimg captute pays off. 
te 


£9 OGNIININ 


is until he 


compares the casualty and staff E and escapes 


\ with the survivor. 
ad | 





Severnayas crach secu- 
rity forces will make 
your mission ecarly 
Impossible to accom- 


=> Er, Se] 


n a manila anvelnpa na a table. A 
in the storage room has the casualty h: 
need hoth documents to verify that Natalya — 


fol through the hunker, 
A A 


ethos et ne y 


plish if you're spotted hy 
any of their seven secu- 
nity cameras Blest the 

lA cameras hefore security 
has achance to ses you. 


AR 


NTE es M x, 
| Th Sore mapka at s BY Sm pacea on Kowa m 


ere sia ppm 
A Tha le: 


mina to the helicopter and dive 
forrefuye In the nearest snow- 
T drift. You might get lucky and 


i > y A 


M you've met all your mission aljectwes,.open the door 
and enter the Severnaya Bun angarah rumor [3 
expecting you, but allowing yourself to he C aptured is 
the only wey you cae gather mare information and per- 

j| suade Natalya Simonove to joyolir causo, he, d 


E 


vOLUME 99 @) 























5 "STATUE PARK 


: Ie ter las been Hestroyed. 
3Notlanly has the helicopte ut Natalya SH™ nova has 
icannee-e4 na. Frasch qi te AR 
invifion to maet a inderworld weap Hs dealer 
nanw' Janus, Perhaps ie deads in the * ebidding, 
dark haze of St. Peter: graveyard. 








li y [denis Put the gun sway 
er ANCH | | It's insulting to think | haven't 


anticipated your every move 


No gizmos for this mister, old 19 hte 
You'll have to rely on your marksmanship 
and savvy. | understand that tho: 
Rassian arms dealers are toting round 
the latest in automatic shotguns! Whrle 
the gun design is nothing new, we'd lika 
| tohava nne in our collection hará at Q 
| Branch If yos come across ona, do try 
| to brng it back in one pieca. 





> CONTACT VALENTIN 


| M has arranged aiite ting for Bond wi 






= s 
Valantm Zukovsky, à former KGE ager nti Now iru Tem = t Dea 


inside an; cargo contain any, mistake MATO 


E | 


E ' 








$ LOCATE HELICOPTER 


Whila you were waiting in the shadow of 
Lenin's statua, Janus landad fhe stealth hefi- 
| copter back at the gatas whare you entered tha 
It you approach pack Yod'hiivetheditficult task af fighting your 
nee way back across Statue Park, disarming the 


| Sal colloftthe AE {ticking time bomb inside the hafi- 1 Im 
{ 
, 


haneath the statue of Lenn in the 
cumar oki os buthe daasn't * 


| Valenfin tells you to meet Janus 
$ 
1 ms dealer's 


also ardar his menj copter and saving Natalya. 


i3 
Bei tod VP Meri tom the desd. 


winla ha's talking 


aint the helicopter. T i f) rescue NATALYA 


Natalya is 

Tying uncon- TJ SECRET 

stious next A AGENT. 

ta the ; / 

stealth hel- 00 AGENT 

coptor 

‘Apparently 

her captors 

assumad that the bomb's blast radius would 

— angulf hor before she regained her senses, 

so they didn't hofher tying har up Thare's no 

timataft ta defasa tha bomb Besidos, you 

a| left tha hamb defaser aboard the runahout 
in Monte Carlo and Janus probably booby 

trepped tha timing machantsi it tha 

halicapters thght recorder will sarvive the 

blast. All you can do is wake 

Natalya up and onder har ta À 

follow you a safa distance 

9 from tha explasian 


t 





AGENT OBJECTIVES. 


je di ton far, yoa won't 
“7 als ta explore the antira. 
a. — ——— park agam 














GOLDENEYE 007 






















0027 uud 


E e 
lieve 007's 
Natalya, ruining 
of avoiding the gen- 
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Captured again? Honestly, 007, Ident 

know how you manage t5 get yaursalf 

| ints these predicaments. If you can't 

bring me backa Russian shatgun, at 

least try to rétóvar the helicopter flight 

y| recorder bax, b id LIS 
the informationts reconstruct the air- 

crafts flight) 


ESCAPE FROM 
INTERROGATION 
ROOM 


[Sid So We Bona, what do you know 
about the theft of he~ 
Goldeneyo? 





¿MAIN FLOOR 
Top: > ^ 
= ‘Your trusty sidearm is on the 
M d [! table ¡e front of you It's too 
TOF had that the ammo clip is lying 
c! oe the floor on the opposite 
TOC side of the tehle If you move 


D 
1 


fast, you might be able to neu- 
tralize the two interrogators 
in the room without 


j takıng a hit. A i à 
i e$ FIND NATALYA 


E 


Mishkin: Do you neod the black box: | 
ror the stolen heiicoptor? A 


cond floor of the Archives 
tars will execute her tf you hesitate 


Surprise Take out the guard n 
tly hefrnd her first. AA 


WER THE HELICOPTER'S 
BOX 


ment of the archives, Defense Miaister 
ny for you by the safe holding the flyht 
brege roam rs pecked with explosive 
‘your eim ar the whole place will 
now realizes thet General Ourumov is e 
traitor, and Rel show his faith ie you hy dely- " 
ering the flight recorder Á 1 


voLume 99 @) 
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ION 6: ST. PETERSBURG 


007 TREETS : 


‘Natalya has been grabbed and forced i ; HU 
car by Gunural\ Ourumov outs 5 
archives. Bond has\no dl ut to steal the|ncarest 

available vehicle ap ast General. Thelnarrow | END $ 

streets of Si-P€tersburg are packed with 

and.-4ütomobiles. Rorrowing a neorl M Li 


Bond must cautiously give chase at the hi; 
possible: 


(QA m 
B —— P - 
= T om 
There's no time to give you | 
gadgets here, hut this situa- 
tion reminds me of that 
stary you tall me about the | 
Arkangalsk Runway episode |. f m 
nina years ago. Of course, AA 
that was hack in the days of i Q- 
the Gold hen we had 
monay to send you off to all i 
these special facilities, li > os 
the Heavy Armer Tactical Training Camp. xt 
Can you still drive a tank, 087? 3 ton 











e CHASE OURUMOV AND NATALYA 


a 
You'll take dam- 
id eir clle | 
~sodrive aroud themipr cléar | " 
Beware car ~~. BEGIN 


“and oF ered bis mont i ME 
setup nous " T e 1 | AGENT OBJECTIVES, 
eral thiroughfares. At Jj 1 "1 
AGENT A AGENT. 


mines. Remove the . f 1 i / 
obstacles with several + i " ji d , je AGENT 


“shells from | 
your tank gun. Ki f 
f 


At most roadhloeks ~ 
you'll uncounter querd: 


SW the car, he's taking tha 
nus TE 


girl 10 a diaused military depot 
mot far aca hare, 


‘gu 

‘rifle to neutralize 
threets hefore thu 
you in their 

cruss hairs. 


courtyard. There are three’ 
heavily armed seujiiie 
| gearding the weap. 

“You can dispatch the sen- 
tries neata timeina 
firefight or take aim at 

|] one of the crates lying on 
| the floor. The resulting 
axplosian will wipe 

‘out the entire 
arms cache. 






pp 
ing files 6 1 
à . d f : DESTROY THESANDES) 
and weapons. If AA TESI 


On the opposite side a7 the walled courtyard you'll find a ware- 
house filled with computars. The netwark is protected by an 
automated gun. Duck behind the metal crates and use the racket 
Jauncher that yeu found in the cache to neutralize the qun. 
Destroy the mainframes and ths projection sereen 

ta complete your sijective. À 





— OBTAIN THE 
SAFE KEY 
m The sale key is lying on the left-hend 
ü i mu . EE table in front of the projection 
fi Screen. If you've already trashed the 
room, tt may he difficult to see the 
key among the debris Use the key to 


recover the helicopter blueprints. 





ECOVERITHE 











ET] CRATES m ELICORTER BLUEPRINTS ut 
us The helicopter blueprinta o 
SE locked inside a safe on the dépat 
eT building's second floor. If you've 


| picked up the key in the ci 

Toom, you won't have an 
elimmatmg the twa senties and 
grabbing the plens. If 
accomplished the oth 
objectives, you can bperd 
Janus tram waiting 
next to the bus 


44> LOCATE TREVELYAN'S TRAIN 


Phe train won't depert from the station with- 
Sut you. It’s parked outside the depot, the 
nly two-story building in the stage. You must 
ffo up and beck down the depot office stairs 
fo reach the tran H you're having problems 
getting aboard, try leenmg against the yellow 
and black caution stripes on the 








| MISSION: ST; PETERSBURG >> 


43r = 





Oururfiov is holding Natalya at’ gunpoint at the front of Trevelyun's per- 
27 sonal/irain. Bond must work his/way through ull of the carriages, disable 
"> the-tfain’s brakes and eliminate the General. The Janus security force is 
on full alert, so this Stage-will-be an explosive firefight. | 
\ | emae, 













Qe 





Trevelyan's wrmored tram A 
Considering you rec ard for heink ca; is equipped with a falsata $- j 
tured, 007, I've i Wer a specialfuaction | hreke system A safuty »- ma jasa 


to your watch. Its e fi) powered, cam- 
pact lusur that’s cupabiu df Py tine 
thruugh stainless steel Be sum to give 














feature ou the tram will 
autumutically stop the train if the brakes malfunction. 
You cuu creutu a malfunetiou by blasting the brake units 


| 





MA 


in each ear. 


1ta shot during your uext jail eak. 








Natalya is being heft at gurr 
pont by General Qurumoy in 
thu ful cer of the train. 
Trevelyan will challenge you 
to ehoose your targetwall 
yau save the girl ur uliminate 
Aluc? You have a split seeond 
to take out the Generul. 


While you've suved Natulya, 
‘Trevelyan hos you trappud inside 
the tram. You have 300 churges 


m your watch laser nud 59 se 
onds ta blest away metal] X 
welded to thu useq tek on 


the floor. Use the!) @s hairs to 
































1 con 


. : 
Netalya: Boris is still backmg up his filos 
“gol, 





Natalya will ectivate the train computer and track d 
danus Base ond Baris while you're shooting at the floor Taur job ty SECRET 
is tu protest hor hy ellininatff the P soldiers waith for AGENT "AGENT 
hoth of you right outsidu WEIR j j 


p 


loo AGENT 4 
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po you were wal seul | 
lí Bond can get SR m the Goldintye- -Control | Center, she 
| may be able to reprogram the satellite so it will burn up in the 
earth's atmosphere. The\real trick! will be keeping her alive 
while she's breaking into the compúter network. 


VER 
yoy i Wi 


ma is submerged beneath a lake. If 
Bond can pem e Se's water pumps, Ihe massive antenna 
p | and\the waiting U.S. will know the | 
xact location 


TWevelyan has| one las: 
chance to / manually 


Me cur next issue: 100 BEST 
antenna a order 
Cotdantve [to attack A AMBUSHES! 
London, byt Bonds. The fun is far írom"ovél you complete GoldenEye's Mission 
waiting for him Game, even on 00 Agent’ Lével EX 
EM eradie. you have what it takes to defeat’ Cue * 
Why will win the other players in arena combat? Yoy” if 
find eonfror-- will after you learn about the 100 best Y 
th antena the ambush locations m all of GoldenEye's E 
fer Agent 006 multiplayer arenas. Next month's issue 
ad Agent 0072 will list the best hiding spots you'll 
need to know about in order to remain 
the agent with the Golden Gun 





VOLUME i (C) 


Here comes trouble! Mischief Makers, developed 
by Enix for Nintendo, is making a name for itself 
= by being an import that's 
uncharacteristic of 
most N64 games—it*s 
side-scrolling, pre- 
rendered (with very 


few polygons) manga 
action, plus it stars a 
female hero! 





MR) muros 














































MISCHIEF IN THE 
MAKING 


f 3 D polygons are making you motion sick, then the pre- 
rendered sprites that Mischief Makers hurls at you will be 
a breath of fresh air While most of Enix’s games have 
been RPGs and adventures (Wonder Project 12, Ogre 
Battle and Robotrek), Mischief Makers will sneak over 
from Japan as a traditional action game 
As in adventure games, the hero 
(Marina) gets to converse and interact 
with a wonderland of eccentric charac- 
ters However, these conversations don't 
add an adventure or RPG element to 
Mischief Makers-the text dia- 
logues exist only to reveal 
the story or strategy As 
the story gradually 
unfolds, a few poly- 
gons do pop up (and 
out m 3-D) to intermingle 
with the rendered backgrounds While some polygons 
act as merely window dressing to add depth to the 
detailed scenery, other polygons break out in the 
form of gigantic 3-D enemies or surfaces 
So what exactly was Enix up to developing 
Mischief Makers as a heavily pre-rendered side- 
scroller on the N64? Graphically, polygons 
wouldn't do justice to the game’s Japanese anime 
and intricate landscapes Moreover, with the N64's 
capabilities, the spare and efficient use of polygons 
sprinkled among the pre-rendered graphics puts a new 
spin an the tried-and-true, side-scrolfing tarmat to create 
more depth (and trouble) for Mischief Makers 






























THE TROUBLE 
WITH CLANCER 


The game's mischief begins when 
Professor Theo and his robotic personal assistant, Moa "M 
Liteyears, visit the planet Clancer Marina is a spui »/ 
green-haired spitfire invented by the brilliant Professor, á 
and she valiantly strives to protect her creator Cautiously, 
Marma makes him wait in therr space ship until she scouts 
the planet and deems t safe for him 

Clancer 15 hardly a safe planet. The world 15 inhabited by 
spooks known as Clancers, who are divided into twa oppos 
ing factions Some Clancers have been persuaded to serve! 
power-hungry Evil Empire in tts quest to rule the universe TI 
other faction consists of fnendly Clancers who meek- 
ly eke out an existence in the hopes that their ruler, 
King Aster, will retum and lead them in 
a revolt against the dark forces 

However, Marina has her own 
problems to worry about. While 
she ts out scoutmg, the Evil 
Emplre storms into her space ship 
and kidnaps the Professor Marina, 
à an Ullra-Intergalactic Cybot 
G, is just the hero who can 
rescue her master and 
defeat the Evil Empire 
Now, with a common 

enemy, Marina and the 
friendly Clancers team 
up Throughout her quest, various Clancers aid Manna by giv- 
ing her tips, fighting alongside her, or helping her past the 
planet's many obstacles 

Omunously observing Marina’s odyssey ıs the 
Monolith, an enigmatic slab of circuitry that may be 
the guiding force behind the Evil Empire Marina's rab- 
ble-rousmg may be able to topple the dark kingdom, so 
the Monolith summons the three Justice Warnors to 
oppose the Cybot. Each Justice Warrior can serve up an 
unhealthy share of trouble, and when all three unite, 
they merge to form the far more troublesome 
Beastector The elusive gold gems hidden 
throughout Clancer wili help you 
past some of these 
dangers, and if you 
discover all of them, 
you'll eam the spe- 
cial ending 











MEET THE 
MISCHIEVOUS 


Clancer is up to its ears in mischief makers 
There are plenty more rascals than we can 
possibly show you, but here's a brief sam- 
pling of some of the troublemakers 


MARINA LITEYEARS 

An all-new heroine zooms into the gaming 
world im the form of the rocket-powered 
robot, Marina The Clancers and her inven 
tor are depending on her to save them from 
the Evil Empire. 


PROFESSOR THEO 

He may be a brilliant scientist, but he 
doesn’t know much about keeping out of 
trouble Time after time, Marina’s creator 15 
kidnapped by the ruthless Evil Empire. 


TERAN 

Many of the Clancers have special powers to 
help Manna through her quest Teran, a 
descendent of the Blockman clan, can 
stonewall and bulldoze enemies with his 
rock-solid fighting 


KING ASTER 

Fearfully hiding somewhere beneath the 
surface of Clancer, King Aster 1s the 
monarch who may be able to rally the 
Clancers against the Evil Empire 


THE MONOLITH 

Not only does the strange slab manipulate 
the renegade Justice Warriors and some of 
the Clancers, but the mysterious Monolith 
|| may be the force behind the Evil Empire. 


LUNAR 
The first of the three Justice Warnors that 
hound Marina i$ the wolfish Lunar 
His two partners are even 
more fierce, and when — 
all three merge 
*ogether, they form the 

> almighty Beastector. 
















































(@® mnemo power 


Clanballs and Clanblocks poputate the planet 
Marma must jump or grab on to them in order to 
Journey across the colorful and sprrtely world 


















THE LAY 
OF THE 


Clancer is a curious plan- 
et that is brimming with 
blocks and balls The 
ghoul-faced objects float throughout most of the planet's land 
scape. By grabbing or stepping onto them, Manna can further 
traverse through the Oz like camival town of Neptor, the 
cowboy ghost towns of the desert, the fiery caverns of the 
underworld, or the slippery ski slopes of the chilling winter- 
land. Mischief Makers has five areas contammg anywhere 
from 10 to 14 levels, and each level greatly differs from the 
next At times, Marina may be sparring with a giant frog, mole, 
or snake Other 


trouble spots 
have Marina 
being chased 


by tidal waves, 
runaway boul- 
ders, or collaps- 
ing bridges 
Professor 
Theo seems to 
get kidnapped 
as soon as 
Marina 
him, and m one 
level, she must 
compete in the track and field events of the Athlete Festival to 
win her creator’s freedom Mischief Makers continually 
makes sneaky and unpredictable turns, and the Athletic 
Festival abruptly twists the game into a racing competition 
Three foot races, an obstacle course and a long jump event 
stand between Manna and Professor Theo's release Whether 
it has you capturing ghosts or playing dodgeball against a 
cot), Mischief 
Makers definitely 
stays in spirit with 
Japanese anima- 
tion by keeping 
the quirky sur- 
pnses and unusu- 
al action playfully 
steamrolling, 





Let the games begin! The action vanes widely 
rescues from stage to stage. fn the Athletic Festival, 
Manne must compete m a track and field 
competition to win Theo's freedom 












GRAB, 
SHAKE *N” 
THROW 


Professor Theo didn't 
Invent the Ultra- 
Intergalactic Cybat G as a 
fighting machine, but, 7 
nanetheless, 


war Marina has two tron Maria loves to make trouble 


fists that can grab, shake and throw just about anything in 
sight H her hot mitts intercept a fireball, laser, boulder or 
throwing star, she may be able to 
chuck 1t back at her foe or 
crush it into a power up 
Her fists of fury are also 

quite mighty Marina can 
heave enemies who are sev- 
eral times larger than her 
diminutive self. But strong as 
she may be, Manna isn't mde- 
structible tn yet another one of 
the game's unpredictable twists, 
Marinas power source becomes 
drained, and it’s up to you to 
guide Teran to save her In 
an early level, as Marna, you 
get to control a transformed 
Teran while 
riding his newly- 
mountainous 
physique piggy- 
back — Marina 
can also hitch a 
tide on the j 
backs of springy 
Clancers, 
siles or that 
dodgeball-ptay- 






















a 
ANT 


mis- 


1 t Even Look out, Bowser, here comes Migen Jr! While 
"e s E Marinas stuck fighting in side-scrolling mode, the 
nicycle acing rabid reptileis able to retreat into the background 


somehow figures or charge into the foreground 
into Mischief 
Makers, making 
the game quite an 
unusual ride 







resourceful anna has a strange love for nding on the backs of 
Marina can wage quite a missiles “They're not toys! Theo scolds, but 


the form of fireballs or fori tuextend fram thebackgraund ta 
boulders that shoot out where she stands n the foreground 
iar 


1 


IT’S NOT A FLAT 
WORLD AFTER ALL 


q 
That Mischief Makers registers low on the poly- Æ 
gon scale isn't to say that the game ıs strictly 
2-dimensional True, Manna's movements are 
restricted lo sideways actions that are confined 
within a plane parallel to the television screen 
However, for Marina to travel through the side-scrolling, 
plane, she must navigate past 3-D polygon adversities 
Much of Manna's journey entails hopping from block to 
block That's easter said than done, because some 
polygonal blocks alternate 
between receding into the 
background and extending 
Into the foreground. If your 
depth perception isn't at its 
keenest, you may miscalcu 
late Marina's jump and 
launch her onto a block that 
hasn't extended far 
Y enough to support her 


Other mischievous poly- 


ulate Clancer im. Mannacanjump sideways only, so tn reach 
gons pepulste Glance iil e oa paor al aa a 





































from the background Enemies, such as the reptile gargan- 
tuan Migen Jr are also polygon-based Outfitted in 3 D, 
'Migen Jr can extend his clawing fists at Marina, but she can 
grab his hands only if he’s reaching far enough into the fore- 
ground lt may not seem faw that Marina can dodge only 
sideways, while her fiery foe can move sideways, backward and 
forward but then, heroes are made, not born (or invented) 


BACK TO BASICS 
AND BEYOND 


The side-scrolling format was once the basis for most video 
games, and Mischief Makers evolves it to the next generation af 
gaming by peppenng in 3-D elements But Mischief Makers 
doesn’t stop there. Nothing is very conventional about this game, 
from its humorous style of fighting, hodgepodge of tasks and 
objectives (one level dares to pit you in a mathematics show 

down!) to its ventable circus sideshow of anime oddballs If you're 
looking for trouble, cool your jets and sit tight until fall-Nintendo 
will release Mischief Makers as a tricky treat this October. 













34997 Genk! Go. Lid 
XE Irena Go. Ltd — = 























or ia | iar TI E 
DOLU- RU DLH nI 















Buckle up, ‘cause you're in for a bumpy ride when you fire up Ocean of 
Amenca's MRC with your Rumble Pak You'll feel the rev of your engine 
and every bump in the road when you motor away in any of the ten mean 
speedsters (including two secret vehicles) While Mult) Racing 
Championship offers just a trio of courses, cach track contains an elabo: 
rate network of multi-challenging roads that branch into smooth streets or 
rugged off-road terrain. For even more challenge, compete’ against 
a frend in the two-player Vs Race, set 
land speed records in the Time Trial, or 
race for access to the secret vehicles 
in the Match Race: 








fme f wm get a fat of mileage aut of MRC's multi-playabrity. 
Two players can raca haad-to-head in cars and cross 


country courses that can be customized to make a 
multitude of difference every time you play! 













MULTI RACING CHAMPIONSHIP Q 






























WIR INCHES 


MRC starts out with a selection of eight vehicles, and you'll get the keys to 
the bonus ninth and tenth cars if you defeat them in the Match Races The 
two honus cars are the fastest of the pack one is the hot rod Deus (clock- 
ing in around 230 km/h), and the other is the sleek VH110R (streaking by 
at around 260 km/h) Since MRC's roads and detours 
alternate between rugged off-roading and 
smooth on-roading, you'll want to test-drive 
each vehicle (varying from four-, front- and 
rear-wheel drive) to sample how it handles 
the ever changing road conditions Some 
cars are built for shredding up the streets, 
some for off road traitblazing, and others are 
farly balanced for 
both situations 


P9 GONTININ 


To get behind the wheel of the sleak blue VHT10R, 
you'll have to smoke it in the Match Races. Practice 
first hy cruising in the yallow Kinoroador—its easy 

arfect ride for rookia racers. 


Each car varies in traction, braking, suspension, steering, power and aerodynamics. Each 

unique feature also has its advantages, and MRC lets you soup up any of your car's attrib a mmm, - 
utes to your liking Sleek street cars are prone to wiping out on unpaved roadways, só you =n oF puerum 
might want to add off-road tires to them Depending on how much of a road warrior you 
are, you may want to adjust your braking or steering sensitivity If you like soringing for the 
off-road detours, tweak your vehicle's suspension By tuning up your gears, you can max- 
imize either your top speed or rate of acceleration 3 2 
The angle of your spoiler can also affect your speed | I MACHINE SETTING `. 
by making your ride more aerodynamuc If creating x y NN 
the ultimate vehicle gets your heart racing, take your aj 
car into the garage and try retooling it into a dream 
machine that will be the nightmare for other racers 








You're never far from a fork in the road in MRC As you speed through any of the three 
courses, you'll have to make split-second decisions about which path to tackle 
Determining which mean street to take m = 
order to cut your competition off at the pass is 
just one af your wornes Capricious weather D 
will damper your driving, but, fortunately, you DOWN TOWNS 
can check the forecast.for-each aréa of a Ls 
coufse. If you're à beginner, start with the gas- r Wee 

jer Séaside Course Gr intermediate Mountain 
Course. if you're’ 4 speed denion, ty the 
marathon Downtown Cóurse ~And when 
you're up lor a new challenge, throw! Yourself 
and dther racers fora loop by closing roads 10, 
Custorae og own racetrack 
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MRC's physics strike wiih stunning realism as snow, grass and 
slanding water spin racers out of control The racing slicks of 
street cars will get little traction off-road, while the nubby tres 
of off-roaders will slip on smooth streets To win, you'll have to 
stick to the shorter off-road paths, and pavement pilots will just 
have to roll with it 


ogee omnes 


Every fork ın the road branches into a rough 
off-road path and a smoother (but no less hec- 
tic) paved path MRC enables you to shut 
down roads so you can race with some or no 
detours at all Every course variation will have 
its own best time, so experiment with road 
closures to open up new possibilities in Time 
Trial Mode 

























e 


Not only do you get to sit in the driver's seat to race, 
but you get to be in command of city planning, too. 


Confine any course to on- ar off-road paths only sr shut 
DE Lj j JU] = > — ‘own individual roads to customize the reno A 
Once you've mastered driving all ten vehicles and navigating the 
hairpin turns of all three courses, take your set of wheels into the 
garage for a twisted tune-up. Grease monkeys will go bananas for 
MRC's Machine Setting option that allows drivers to totally trick 
out their cars Further test your skills and drive yourself crazy by 
replacing your tires with 100% on road traction Minimize drag 
and increase your aerodynamics by removing your spoiler Shift 
gears to max out your speed, 
then switch to a manual trans- 
mussion Try customizing the 
Ocean pickup in this manner 
Unleash your demon-on-wheels 
at the Mountain Course and see 
how well you can place while 
fishtailing and doing donuts 
throughout the track 





To really put your driving skills to the test, install 
slippery bald tires, remove your spoiler, thee head out 
for some crezy sliding zed driving You may be 1e the 
drivers seat, but you'll hardly he re control 


ED) NINTENDO POWER 











MULTI RACING CHAMPIONSHIP Q 


Road One: Tho skies are 
much clearer after yastar- 
day's storm. avads arc dry, 
except for the off-road 
route which still has sama 
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Your crash course to conquering. 


this coastal cruise starts at Point le Uma pede ls 3 " he Me 
E 3 e |» ity of some light drizzie. 
A Aim for the grassy shoulder, ag Gr the coas Load, M 
then pull a hard nght at Point B. Wi kraezes are spraying mist 
Stay on the grass and to the left. f waking visibility hazy. 


of the cones to enter the tunnel 





(rene ru == 

Grass thal can spin your car out borders the road 
outside the tunnel exit at Point C, so jam your 
steering wheel ta the right to stay on track and in 
control In the next tunnel, race in the inside lane, 
then hang a sharp right at Point D lf you hug the 
inside close enough, you (i, 
won't swing out into the [4 
tunne! wall 


"tk The Seaside's perfect for test drives since its turns ar 
followed by long straighta Tight cornering can 
send any ear ski lding, track to famil: 

yuurselt with each cars unique cornering ability 









Cut your time by rumbling through the off-road detour At Point 
E, gradually turn right then pull aut wide to avoid the slippery 
puddles Stay centered in the lane as you approach Point F, and 


zip to the nght of the first set of cones. At the next turn, closely E 
skim by the second set of cones 2 ID e Ex 


HOUEO IUD: = 

As you-enter Tunne! G, cling to the’fight as you swing 
around the bend. Once you spot the other end of the 
tannel, swerve to the left Side of thg opening-you'll be 
fined up to take on most of the S-curve wath Iittle manel: 
Wenig Once you pass the two red Fight arrow signs at à 5 ~ 
Point Hebanka hard-right, then straighten out when You j S-curves snake throughout MRC's courses. If you enter 


ass the green Merge sign , you should he able to drive 
E ile Ese straight through. Avoid zig-zagging through the S-curve. 
at Point H by exiting tha tunnel from the left. 
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While hot air balloons leisurely float above, you're 
down below running yourself ragged racing 
through the Mountain Make things easier on your- 
bring rain. self by cutting the corner at Point A As soon as you 
PO A spol the left tum sign, zip to the left of the barners 


se roads arc covered. and across the lawn 
with compact snow, 


BIB road Thee: Storm clouds fey x 
" [egy eo Erg = 
"reris : Hggis3fu- 


B nore Tiroa ee Wintry conditions blanket the mountain pass The road 1s bare, but the [d b. T 
are deceptively clear shoulders are slick with fresh powder Avoid slipping up by staying on ar 
and sunny, hecauso a A i 
chance of rain showers the pavement when you careen around Poit B At Point C, plow i 


is in the forecast. through the snow and swing by thc cones to cut the corner 













ig 
Ghas alrea ly collected a 
fot af rain. 


Point D is one of the course's gentler curves, so try to 
enjoy it To help you savor the moment as you grad- 
ually turn left, sneak a peek at the floating balloons 
and cascading waterfalls 





Rhusidpuur 
One of the tricks for navigating 
these waily-nilly turns is to pull 
out wide then cut close to the 
inside of the curve, At Point E, 
zip through the turn by swing- 
ing out toward the left bank 
Straighten out, then head for 
the nght shoulder so you can take on 
the gradual left turn of F A sharper 
left turn will jab you at Point G, so 
tide in close to the grassy. left 
shoulder, then quickly make a tight 
left tum 


Q NINTENDO POWER 


MULTI RACING CHAMPIONSHIP Q 
Route Tano $ 





> Buckle and bundle up for some arctic adversi- = 
ty! To compensate for the shck snow, turn m 
widely so you'll have plenty of room to slide — 1 
The turn at Point A bends at almost a right angle, so you'll have to Stay to the left at Point C, then spced to the o 
pull out wide to successfully barrel through it Approach the curve inside lane at Point D Sharply turn right and. [S 
from the right lane, then, as soon as the road curves, slam your car keep your wheels turned until you breeze by 
hard to the left Quickly straighten out to navigate Tunnel B, and all three barriers 


exit near the left wall 












Watch out for the deer! You can't hit it, but 
you'll want to follow it The deer will head 
to the entrance of Point E, so make a sharp 
ert to enter the marshy area Once you 
cross the bridge leading to Point F, keep the 
fence in view and cut left across to the 
checkpoint 


Funnel G.turns shárplyao thé feit; so hug the 
[eit wall'and:cér around the'bend as soon as 
ipu can Fhe tunnels Exit willbeast you over 
Me standing water, so straigihien your 
eels before you catch any ai Alter land 
ings head far. the sharp ngm turn at Point Ef 
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ome hazy as the sun 

¡sto poke through tha 

:kening canopy of 
louds. 


Road Twe: The cloud 
cover gets heavier, possi- 
bly bringing same rain. 


Read Three: Fag and rain 
may be devaloping near 
the on-road mountainside 
track that takes you 
beneath the watorfalf. 


Route Four: Mostly sunny 
skies prevail, but the sff- 
read sbartcut at Point Gis 
still very slick and wet, 


n am 


Downtown 15 not only the 
longest run, but it's the most 
confusing and chaotic It's 
easy to lose track of the 
road at Pi E because the 
nearby off-road track and 
train tunnel look like poten- 
tial detours beckoning you 
Stay on course by gradually. 
pulling to the left. At Point F, 
quickly zigzag right then 
left. In general, you'll want 
to try to stay in close to any 
orange cones At the final 
tum of the Point F $-cutve, 
swing out wide into the 
cones At Point-G, swerve: 
nghi, and if you just clip the 
cones, you should bevable 
to.cléar the corner + 


Q NINTENOO POWER 





Sinuous streets tangle up the 
marathon rollercoaster course 
of Downtown. Point A is a hair- 
pin turn, so keep your steering 
wheel slammed to the rlghtuntil 
you spot the tunnel and left turn 
warning Before you can catch your breath, pull out of it and 
make a quick left turn at Pomt B 























Make a beeline through Point C by 
cutting the corner at the left shoul- 
der Let the cones guide you while 
you grind the grassy area Into 
compost. The drastically sharp 
right turn at Point D can also 
grind you up—into a pulp (and 
to a halt}—if you sideswipe the 
guardrail, so you might want to 
tap your brakes 


The right hairpin turn at the end of the 
cobblestone bndge begins with a shight 
drop, so be sure your car is aimed 

in the right direction before flying 
through Point H When you reenter 
the city at Point i, avoid over» 





MULTI RACING CHAMPIONSHIP 


par 





Route san a 

You'll be skidding out of control a lot more on the off 
road route, but you'll also make up a lot of time, so try 
roughing it to win the gold The first stretch of off road 
action socks it to you with a quick nghtleft-right Roll 
with the punches by steering hard to the right as soon 
as you enter Point A The next turn is a much e 
wider left curve, so gradually veer to get around » You'll ha 


it Once you see the right turn warning, sharply gravel r 
spin out to the right to clear Point B. 
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In the tunnel, gradually turn 
right when you hear, 
"Sharp right turn” 
Once the wall’s texture 
changes at Point C, 
tighten up your steer 
ing, because the turn 
will become more severe Tunnel 
D veers left, so head toward the left wall to 
make it around the bend When you exit, 
drive parallel to the red and white 
guardrail to position yourself for 
Route Three 












Tunnel F i$ probably the easiest of the 
off-road routes to navigate The road 
gently turns to the right, and if you've 
rolled through this far, clearing it should 
be a Sunday drive 


e ROUtESFOUT= = 

Point G is a secret shortcut that doesn’t appear on the 
game's map To enter it, drive through the opening by the 
One Way sign The shortcut leads you through a water. 

fall, so be ready to slip and slide in the water Just past the 
shortcut is the-tünnel where Point Imarks the easily- 
missed off-réad route. Find it by swerving right when you 
pass theted and white arrows P 





The off-read path at 
yeu'll have to turn blindly to enter it. It's a risky move 
that can you straight inte a tunnel wall. It's quicker 
ná safer to use tha shortcut at Point F. 











VOLUME 99 [m] 


CLASSIFIED 
195) 


(KEGRES 


Qick ce 
MEMBER IDENTIFICATION # 





á PINOHALR 


Turok: Dino Cheata 

Dinesours are hot stuff these days, and Turok: Dinoseur 
Hunter for the N64 is ne exception. Turok fans are still lick- 
ing their chops over the feast of steamy jungle ection that 
Acclaim has served up, so we're coming back to the table 
with onother pletter brimming over with bloody good 
cheats, Type in the following passwords using the Enter 
Chest option end then use the Cheat Menu option fo turn 
the chest effects on and off. Remember thet some cheats 
mey or mey not work together, 


Robin'a Cheat 


This hendy code combines the 
Invi lity, All Wespone, 
Unlimited Ammo, Big Needs 
ond Credits cheats. Input 
RBNSMTH on the Enter Cheet 
screen. 





Avg 
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MO 
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Dana's Code 


Dene's Code gives you vel 
smell enemies Type m DNCHN 
‘on the Enter Cheet screen. 
Despite their small size, your 
opponents will be just es 
deedly es they were before! 





Add Color 


To spruce up the decor with 
some cool celor schemes, 
inpet LLTHCLRSFTHRNE on the 
Enter Cheat screen My, my, 
why don't we try the paisley, 
inetead? 
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Greg's Mode 


Type in GRGCHN on the Enter 
Cheat screen for e combina 
tion of the All Weopons, 
Unlimited Ammo, Big Heads 
and Show Credits sheets 





Show Enemies 


This code shows yau neerhy 
enemies when the mep func- 
tionis turned on Enter 
NSTHMNDNT as your cheet 
possword. 

















Quack Mode 


This code lowers the resolu- 
tion ot the grephics and makes 
"hit hoxes” appeer when you 
hettle en enemy. Type m 
CLLTHTNMTN as your cheat 
password. 















The Big Cheat 


When it’s time for you to give 
those reptors the big peybeck, 
enter NTHGTHOGOCRTOTRK 
es your cheat password This 
cheet includes two stage 
selects, invincibility, All 
Weopons and much more? 





















More To Come? 


Most of the Turok cheats cen 
be tound by beeting the game 
on different difficulty levels, 
Are there eny more? Only time 
and your dino-hunfing skills 
will telit 
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| Bros, Exor or Random God 
| To play as Grox, go to the Character Select screen and press 
| Down, Right, Left, Left, Up, Down, Right, Up, Left and Left 
on the Control Pad. Do not move the cursor and start your 
| game as usual. Before the match hegins, your fighter will 
change into Grox. To play as Exor, follow the same general 
procedure, but press Left, Down, Down, Right, Left, Up, 
Left, Up, Right and Down instead. To randomly select a god, 
hold Up on the Control Pad and press Start. 





If the coda is entered correct- Will Grex and Exar remam 
ly, you'll haar a voica say, “All supreme, ar will another god 
toa easy” usurp tham? 








I Taunt In Your Generel Directi 
The Doom development team was a pretty irreverent bunch, 
to say the least. If you want to be on the receiving end of 
their verbal barbs, just leave your controller alone for a lit- 
tle while after you lose a life. After 30 seconds or so, you'll 
see some pretty biting messages pop up! 





s | Dont press any huttans after Oh yeah? Well, venquish this! 
Ld you lose a ile. 
a | 
i ez. 
m zr -G P r 


Cruis'n Codes 

We printed these codes in our Members Only Special back 
in Volume 92, but we've received enough requests for them 
to warrant another lap around the track. 

If you're already the King or Queen of the Road, maybe 
what you need is a new vehicle to master. On the Car Select 
screen, press and hold the left, top and bottom C Buttons. 
While holding these buttons, use the Control Stick to scroll 
through the cars. Three of the default sports cars will be 
replaced by an ATV, a School Bus and a Police Car. 

If that's not enough, here’s a way to select three courses 
not normally available as individual races. On the Race Select 
screen, highlight US 101 and hold the L, the left C and the 
bottom C Buttons to make Golden Gate Park appear. Press 
Start to begin the race. To access Indiana, highlight Beverly 
Hills and hold the L, the top C and the right C Buttons, To 
make San Francisco appear, highlight the Grand Canyon and 
hold the L, the right C and the bottom C Buttons. 

To help you stay on top of the standings, you can AN 
the most powerful version of a car with a Nitrous Boost sys; 
tem. First achieve the fastest time on a track. Enter your ini P irl 
tials and scroll to the bottom of the scoreboard. Push the E 
Control Stick to the left until a head appears. Now select any $7 
fully powered-up car and start a race. For every Checkpoint [i 






you pass through, you'll collect one boost. To activate a. 
boost, press Brake, Brake, Brake, Gas, Brake, and Gas. 

To activate the flashing lights trick, achieve a Hot Time on 
any course and enter your initials. Scroll to the bottom of the 
scoreboard and press Left on the Control Stick until a head 
appears. Now select either the Schoul Bus or the Police Car 
and start a race. Press Brake, Brake and then hold Gas to 
make the lights flash. Let off the Gas to make them stop. 


Hey, pal, no passing when the 
lights are flashing! 


Which ona woald you like 
today? How about the big yel- 
low number? 
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» ¿Anar Code 
Here's a juicy little code for Vic Tokai’s 3-D tourney fighter for 


the N64. To play as Sonork, press the L Button, the R Button, 
top C, bottom C, left C and right C on the Title screen. If the 
code is entered correctly, you'll hear a tone. Now go to the 
‘Character Select screen to see Sonork added to the lineup. 
This code is usually found by completing the game on the 
Hard difficulty level. If it doesn’t work after several tries, turn 
your control deck off and on before trying again. 





Are you ready to take me on, 


Enter the code on the Titte 
little one? 


serean and listen for a tone. 








Hakune Matata! 

This is just one of several classic Super NES games that are 
being rereleased by Majesco under license from their origi- 
nal publishers, and they all certainly deserve a bit of atten- 
tion from us here at Classified Info. To access a secret 
Options screen, go to the normal Options screen and press 
B, A, R Button, R Button and Y. The secret Options include 
invulnerability and stage select functions. 


Once the cede is entered, the 


The Invulerability option is 
secret Options will appear. A 


especially handy. 





-— 


Stage Select and 20 Continues 
Everybody's favorite little devil is back, courtesy of Majesco. 
To activate the Stage Select, go to the Options screen and 
press A, Y, A, Y, X, Y, B, A, R Button and L Button. The Level 
option will then appear. Highlight the option and press Lett 
and Right to adjust the starting stage number. For 20 
Continues, press Y, X, B, X, A, X, L Button, R Button, B, A, Y, 
A, X and A on the Options screen, You'll receive a message 
if the code is entered correctly. 


ari 











Both codes are entered on the As Taz might say, “Rar-ragh- 
Options screen agg-ag-gahr-rbbb-thbbht!” 
f y d Ay 





Alda 
Stage Select 


Here's another blockbuster Disney movie that became a 
blockbuster game for the Super NES. To activate the Stage 
Select, go to the Options screen and press the 1 Button, the 
R Button, Start, Select, X, Y, A and B quickly on Controller IL. 
Now use Controller I to exit the Options screen and return 
io the Title screen. With Controller I, hold the L and R 
Buttons and use the Control Pad to choose a starting stage. 





You can skip right to the end 


One you've chosene stage, 
and save the kingdom! 


press Start to begin. 





Mega Man Pireball 

The Blue Bomber has been given one more lease on his 
robotic life with the rerelease of Mega Man X by Majesco. 
under license from Capcom. This trick is time consuming, 
but it allows Mega Man to throw a potent fireball, like Ryu 
and Ken do in the Street Fighter series. Ta make this trick 
work, you must first collect’ all the Heart Tanks (8), Sub 
Tanks (4), Special Weapons (8) and Power-Ups (4) in the 
game. Passwords will nat save the Fireball power, so if you 
want to haye this special attack in your arsenal, you'll have 
to repeat this trick every time you play the game. E 


Step 1 


After you collect all the 
required items, go to the 
Armored Armedillo stege 
the lest mme cart until it 
lesnches you outside Jump 
just before it hits the wall. 


Step 2 


Greh the well and climb up te 
the ledge. Collect the energy 
pain end jump inte the pit. 
wll lose one fife. Repeat 
eteps one and two five times. 


Step 3 


“Gn the fifth try. a capsele will 
he on the ledge Climb in to get 
the Fireball power. When your 
lite meter ts fall, press Down, 
Bown/Forward, Forward and Y 

` to shoot e fireball! 


Experts, shmexperts! H you've got an awesome tip or a killer code, send it in! 
We'll print your stuff alongside the pros’ codes, So what are you waiting for? 
Warm up your brain pans, crack your knuckles and press those buttons! 


CoS IPR 


Supercharged Weapons 

After last month's Nintendo Power Exclusive on Star Wars: 
Shadows of the Empire, you might have thought we'd be 
fresh out of codes for this puppy. Think again! We have just 
a few more fun tricks for this game, including a password 
code that will supercharge all your weapons, Stormtroopers 
will fold with just one shot frem your standard blaster, and 
major enemies will fake far fewer hits to defeat, We also 
have an addendum to the Credits code we printed back in 
Volume 94. It seems some changes were made to it after we 
went to press and just before the game was released, 


Super Weapons 


This code works on the Jedi 
difficulty level only Stert e 
geme end ase “_Jebbe” es 
your name (the underline is a 
Space). Thots ell there is to it! 


Credits/Photo 


To see the uncensored credits, 
enter “_Credits” as your name 
and bequn e geme. Press Start 
to go heck to the Title sereen. 
Press Up end Right to see. 
LucasArts eteff photo. 


To heer the wampes roer while 

you're using the game menus, 

enter ^R Testers ROCK" as 

m neme. This code ts silly, 
ut fun. 


Nintendo Power 
Classified Informetion 
P.O. Box 97033 
Redmond, WA 
98073-9733 



































1 You ip not be a commissioned officer in the Cornerian military, bft in Star Fox 

64, even a mercenary rogue like you can be decorated for valor in combat. We'll 

not only show yma how ta rack up extra points to win a chest full of honors, we'll 
i 





4 \reveal how to apeo.up another solar system’s worth of nova-hot adventurel 


ALL PILOTS, TO 
YOUR ARWINGS! 


i score a certain number ot hit points in à mission, and if 





all your wingmen survive, you'll be awarded a gold medal. If 
you win a medal in every mission, you'll enable the Extra Mode. 
Thé Extra Made gives you access to the Landmaster tank in the 
Vs. mode, a sound test feature and a set of Expert Missions. The 
Expert Missions have the same layouts as the normal missions, 
but there are more enemies to defeat, and some enemies are 
tougher and smarter than before. 
As a bonus, you'll also notice that a 
certain dashing young pilot is weas- 
ing some very cool shades—much 
like his father's! 


(e NINTENDO POWER 
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TACTICAL DATA 


I 
I 
We've mapped out each mission and pinpointed key strate- l 
gies for racking up lots of hits. In general, though, you | 
should use the lock-on feature as much as possible and | 
learn where Smart Bombs will do the most good. Alternate | 
between charged-up laser blasts and rapid-fire shots to | 
clear the entire screen of large groups of enemies. [| 

A 






g] Huld Ato charge tha 
| lasers Aim the cur- 
aoi at aa Enemy to 
lock oa, and tap A to 
fire. The resulting 
axplosion can taka 
aut an atue giaup.< 4 







All of your wingmen must survive 
a missionif you want tn earn a 
medal for that saitie Always ga 
to than aid whea they call for 
halp. They will prabably retain tha 
tovor at key points dwing the 
campaign against Androes. 
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STAR FOX 64 









hit thebrakes | 
^ and take out 
the robot on 

theleft.Blast 

Lock on to the first quartet of ships as you | Fly between paw of burned out hui oU ay 

entor the city Maintain the lock end wart until the right side of the stoge This will make a eee 

they merge back into one group before you trio of ships appear as you emerge. Take them han pon 

'&. They'll all go down for the count. il one ‘shot! " nU. | nut the tanks 

= i and the rohot 

beyoad ` 


+9 OGNILNIN 

















E After you pass 
Le) through the 

my Checkpoint, 
dive through 
the gate dawn 
the road. Thie 
wall make a t [ 
squadron of Trash the “building buster" robot as soosas | Blest any enemies on or near the highway 
ships appear If you can, then tock on to the thres tanks on — ] Diva down and fly bstwaen the supports st 
you dont do | the elevated highway Swoop down and scoop | ‘the end of the highway to make a squadron of 

| this, only one up the Laser Upgrade if you can. « | ships appear near the demolition robot) * 


d or two ships d a A a | 
will show up 
i at this pant. | 


To ¡CAREER 























Dostri y theshi | 
ipd E 
‘and fly through 
the stone arches’ | 
to open up this 
‘new, enemy- 











Use tha brakes to get through all the arches _ 
and blast the ski robots m your path These- 
— |. bots will leave soma Supply Rings behrid, 
[| whietryou'll probably need by this time, 





jae ee 


TTACK: EET M BONUS HIT POINTS 


nemies ara worth more 


eae they're worth 
The e ci mta slow breaks 





Torget-the Attack 
“Carrier's missile launch- 
ers fest The heat-seeking missiles will chase your 
e But MN ELA px Once theyre ra all 
destroyed, gn after the mai -— 





ms (5) 





sw 


| Breaking down the larg NO) 7 dust afjer ROR 64 calls you, a flight of enemy 

| consuming, So use AS. fighi try to sneak up and ambush you 
them at ance) emere ir that you c trom behind. Lack on and blast all of tham at 
nate a hom/oyanuatly liy ret " once with a charged laser. 


I 5 
iu caf lock or ta these butte) Seed either destroy the spiraling squadrons 


um r: 
fies even hefore-1hay pop out trom Behind the: he warp gates or you can try to fly 
glisteroits. Use a omis to wipe sut iiést of (ugh all the warp gatas and hypor-jump to 
¡then clear gp the test with lasers. et ina. You can get a medal either way- 


c. = RÀ — — — l 


ff you complete Meteo the . 
narinel way, itis possible, 
but fairly difficult, to score 
200 points The better 
p Strategyrs to use the warp 
to get ta Katina. You'll pass 
I _ through a FR zone full of 
lA enentes, all of which will 
j count toward your Meteo 
l 
I 





pomt:tótal, end you won't 
have tg face e hoss! 


I make you accel- 
erete Hit the brekes to cut 
your speed and barrel rolf, 
or you mey not he able to 
maneuver yourself through 
all seveo yetes 


| co 


L--------- 


‘Sogo aftar you enter As you continue through 

the worp zone, you'll " the zone, you'll come 

sée spireling bolts of! across huge fields of: — - 

energy coming toward items and upgrades, 

you There ts ectuelly e Loup through them to, 

squedron of ships pick up as meny bombs 

heading for you, hiddeo and upgrades es you 

by the bright glow. can Use bombs m the 

Slow down, lock on 4 gr fields af striped aster- 

end htast these ships j |- ords You won't be eble 

repeatedly. You con get to lock on to some of " = 
‘two hits or more far n the enemies, so you'll The last asteroid field will he 
each strike Use e have to rely on your filled with items Blesting the 
bomb if you heve one, lesers end quick reflex- — asterowis will reveal even more 
since you'll soon be e es to bring alot of Stock up on bombs for 

able te collect more, them down. future missions. 
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STAR FOX 64 











| Seetor Xis jam-packed with enemy fighters. It wouldn't do to let your old man’s pal, Peppy, The stage forks into two peths at this pomt. 
so Save up os many hambs as you can for this end up as space dust. Target the fighters Ali Blast the three spy satellites Tor a Laser 
mission. Lock on end blast the first group for ehasing him and then toke out the spy satel- A - Upgrade-and then ducl 

| a quick double-digit ratum lites to pick up some silver and gold rings.’ |]: mony more enemjes nna 


| Detonate a mine at the center of the. field to 


start a cham reaction. A charged loser blast 
| ean work, hut o bomb is better. E 
L— 


ara in short supply, so use them spar- " 3 
ie laser guns ere harder ui e thaa you eh Eiupus a AU 3 
, 50 you ray want to concentrate on 
squadrons o enemy fighters instead — - bod o, k them 





enemy fightels. 
Same will lnop 
| sutlromthe — | 
ee, | 
ithers will’, 





mm mi togethoránd 
ae Ce ie Aad stage of the h ttle: they 
Jar shots to eleen up the stray = E pyi 
2 LH 








Androsss floating fortresses are hasvilyray — | 
shieldad A well-placed bomb is the quickest 
way to hring one down. The explosion will 

bring down meny nearby anemias, tqo 







































arithé La ine, you'll be charged 
mnel arid th rthbeund enemiss.Firs || 
art Jomb appear. p out all at 

1 f s jald in the 












MET 8 | | p =] 
Severti sü adrons d! ee my fighters Will try Rock-tossing robots will sssault you from the 
to slip you ovarénad Target the dd ship hilltops. Hf you tske out one of tha first onas 
in aach flight with cérgad lasers; Lao* for on tha right with a bomb, most af tha athers 





setra bambs among fe falling pillars: |. will go up along with it. 




















As you near tha I 









mad yates, more 
| = = suamy fighters rd " 
J S approach from the. : 
| | A front snd from 
T4. d behind Lounch s 





UE homh to down two 
or three squadrons 
etonce, There are s 
twa waves, $0 

| pause until you ses 
more ahips, than fire 
another volley You 

can usa chargad and | 














Concentrate your fire an Goraa’a laaer-tippad arms. L 5 

Once it drops Slippy, you can really cut loose. Haver and barre! roll to get out of the way of 
normal løsere rf you its head-mounted hyper loser When all its arms sre gona, blest pan its chest plate to 
can't spare hombs, but the stone structures q expose its weak spat Tha arms will regenerate a couple of times, but just repeat this 
may interfere with your hna of fire, jp Procnes onti Oores is tuat: I 
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STARFOX 64 
ait > 








Tha path through the sectors its atthis 

paint The appar path haa mor enemies thah 
tha lower Hit tha brakes and destroy loth 
“hattle rabats before eyorc limb ov 


| 
This carrier vall apew out hostile starhghtara | 
from two laaneh køys. Loek on toane group — | 
with a ehargad laser or 6 bamb and spray the 

w with lasar fire. 






































You ean't fly nta the launeh bays, so swoop | Several flights of smalt es will swoap 

up and over the earsiar There arejastafew — . toward you here. Lock da to one af the lead | 
mare anamy ships along this path than tha ships and launch a bomb, Take cara af tha 
fawer route, kut every fit eaunts! stragglers with a few well-aimed laser blasts. 














will cafl for halp Lack an to one of the tha four corners of the screan. Dan't wosta a 




















with charged blazts. 


| fightars befara yoa elear the lost komb. A coaple of charged tasar blasts and a 
| bomba for your efforts 


weave batween the darehct ships, Anather twelve fighters will swoop in from 
[hulia fira as sonn as you can. | qaick trigger fingar ara ell you'll naed. 

















SHOGUN _ 






As soon as yoo chaar 
the wrecks, several | 
attack eruisers will 
cross your path from 
both sides Use your 
brakes to slow 
down Targét ane ot 
tha enemy gins with 
o charged loser, and 
then mmedigtely 
¿4 shaot anathar gun 
with. regular lasers. 
If you're quiek_ 
E enough, you should 
he abla toScare at | 
mma to vight hits with just á few eec; 
I onis af work, 











I Usa brakes, kanst and radar to take on tha Shogun wor- 
fiore and the more powortul Shogan warlord. Target — 
them while you'ra still far away-and tue as fast as yor 
can. They're tough ia bes cu 50 "leal". 
Hiat ind swe: 









—M— M—À + 








Kes ane voi tha waves Of ilaama, Here, 
TT huit theauigh the canter of 
[ergst the creat fi 
Pica] laser tórmultiy 


Here's another 
‘spot where 
you may want 
to detonate a 
bomb manual- 


| Ir may 
Vis Wi ceri ronid the right side af this ip hendan NM 
“Speatalfirebirds and recks will have ‘screen. As soon as you ses the flock, 
y M there's no time for a targati ick, Tanya akarattal had 


AS The Solar 
surfaca 
will calm 
down at 
first, but all 


i anketed 
by mero 
firebirds 
rising from 
a the inferno. 
iftar the Chackpoint, a thie of firehiriis will Another fiery Hock will appear right behind A You must 
| to turn Falco into their next mé: Soon this wave. Lock on to the lead bird if you can react quickly ta down them. There 


|| A ftar that! a group of rocks willa; and fire a bomb. That will take care of all but won't be time far a lack, so launch 





| Vaporize tham mn for some much-mnbei ee jams. a few stragalers bringing up the rear. and detonate a bomb manually. 


= 


2 - VULCAIN 


This hot-headed mutant win't give yo you much grief if you 
barrel roll through its raiecof scorching boulders. Target 
the arms first (watch out when 
you), then go after its head. 


(8) murino power 








zz] You'll 
running low d 


Ignore other enemies at firat and take out as 
piany of the t rear cara as you can As as possible As you e agi 
train pulis away, destroy some of the ele- , a trio and than a parr of larger fighter: 
d guns to uncover bomba at random. Shrald Ang Hover ap ta collact it, 


dars will 

- tumbia 
toward you and then the tram; will 
Í - eappear up ahead. If yoa're ahort 


[ ‘on bomi : 








Try to aim hombs befwean cars for maximum 
$ affect The concussion will demage bath 

cars, and you'll than he ehle to finish fhem atf 
with charged lasers ar rapid-fire shots 








Defaating Mechbeth rs no 
easy task, so its battar to 
+ avoid the fight. Shoot tha ^ -~ 
k d 1 eight switches alongsida the 
y | + (track (circled in red on tha 
E M ~ 7 map) and then shoot the — 
| Fire both-thrusters to haver up and over tha 4| switcher box (tha oranga — — | 
harriers that pop out of tire tunnel sides. Yoa | square) Mechbetk will career 
caa't lock on to the-tram, but you cae try to | anto anew track and crasht 
tag the caboosa ETE A Ñ 





TO MECHBETH —— 


MECH 


Tho sith track sh ý 0 ix p : 
e sixth traci el a rae 
ly missed It's le t bebini a gate M yoa do battie Mechheth, ir fai 
| Shoot the EE ES pmo án f ond D arn it PGN fene roll rà; 
and than shoot the switch ^ attack: eis li 





a in from the right 
I]. and then from 
| theleit.lt'sdiffi- | 
eult to get an 
optimum target 
lock (the explo- " e 
^ sionis too far to f You mast destroy all the search 
= a one side to | stage. If you miss one, the enemy 
destroy them oll}, so it may be better to * >. | to scan your ship. Use 
Isunch and detonate bombs manually. ensure that you don't miss ary. 


M These mutants ore worth e 3 Katt Monroe/shows uy 

j| whopping six points each. c J 5 to lend a blaster, bst p 
It will take two or three 2 t 4 dit foi 
charged laser blasts or 
one homb to bring one 
down. You'll receive 9 
bomb in return, so go to 
town, hot shot 


This is a tough sequence, but if you con pull it | lying under the three platforms will make an Swarms of patrol boats will steam ahead of 
off, it's worth it. Follow Slippy under the three upgrade appear under the next tower. Rollto || -f you. Take out the entire fleet with a couple of 


platforms. As you go, fire bombs et the two the left to eollectit then immediately mil to - well placed bombs Don’t fly too low, or you 
barges to clear them off. the right end bomb the uext plotform. may smack into o pletform, > 





AA 
| SARUMARINE i 















ee 


TAL IDEA 


PEN 


(ti Big 
7 





























Pick your tur- A | 
gets wisely The | '- P on tu these'mi; 
space stutions / ` silus, but if you | 
ere worth four | | lai RTI C M 
puints each, but onedeud-om , 
the fighter with o bomb, 


equadtons ere | |! the athers will 
uasier to destroy. Hit the brakes and | 
7 use bombs when you can spare eny. 















I. 
~ be destroyed ulong with it, Youll ulso .— 
|--get Supply Rings for your trouble. i 


These fighters will link up into a megu-ship. It Sweep thu large ships from fore te-aft to 
* |. tukee two chorged lasur hlasts or onuhomb f- | destroy their guns und then their bridges. Gi 
ju brauk up thu party. You'll recgive uiuser | «yourself esough tiñe to destroy the brid 
Upgrede us a bonus. |. us they can take u lot of punishment. — — 
pui; Ed 


























“| This huttle goes 
through sever: 
stages, hutits - 
important ta destroy 
, | the energy spheres - 
when thu eure is 
- exposed und to 
blast the ténta-- 
cles when the 
shell is elosud. 
Gorgon will ulsu 
launch robot 
fighters und 
missiles at you. 


Eventually, Gorgon will Soon, the eore will open , 
power up the t-killer again Blast uf the energy 
laser. Barrel roll around spheres and go aftgrthie, 

core. With hyper lasers, it 





& ‘hu edge of the screen to 
+ dodge the blast, won't take long. ^ 


A e 
AA ee 











Use) ee ee Mà - 
ient] i) ROLL WITH i 
jock es | 
lockes' | THE PUNCH 
possible 
1 in All- * 
* Ráege 
* Modebattles, especially it you 
shove tow-power lasers. I 
get moves off scree: 
An bu may me not get the point: ;] 
1 


| The Star Wolf team's 
ships show up as hlack/ i 
3cons on the rodar. When E [3 ay rag: / 
l you soo oneelosing igon MI : +18 out the battle and concen- A 
| you from betind, palta ~~] < » trate on the smaller ships. 

loop to turn the tables oe d > Try to get 150 hits before 
E it, then fire away 4] the core ej ears. 





pen 
the more enemy ships labpet 
‘more targets you'll m l 


= ra = = : LE 
TOWER - th HAIR : 
TACTICS pave TRIGGER 


appeer just es the mi 
Your wingmen will bé 
„leavii id the missile for ea 


| After the Star Wolf we 1 P" | Using tapid-fi 


sers 

isgoee,goofterthe / “ D i ihalhest woy oe ke ont l 
E eie ed is fing at. I 
E d " 
The more releys you 1 i j| the same tar age 
destroy, DET ‘the AS ] A Pies ore er 

them. ff. tower will shoot et you. . , yt get any hit you'll get the credit. 

IGON fou defeat them within e cortein L €— — e poro amp ships sites PA y 
*  emount of time, they cen be wortb o that als or your wiegmes 





up to 11 hit poiets cach. Help your j destroy. Yow'll heve to beet them ' ° - ss 
wingmen whos. they soedi it, to the punch! = + 


Ar 





1 
ME OVER ez 
y A ~~~ = cT 
i m FIRST I — TH Dely the bulge oe | 
i” 1 STRIKE if oss [j i i the ene ot i 
ell 1 731 X ‘Whee facieg Andross's i 
F i 1 I iro torm, rapid- 
| [| sal: “TI EJ host bot. Watch your 
1 æi =p 1 rader to seo which way 
i Y F l ae oe 
1 TE behind them. Atter y 
? i ! I —1 1 hit thm toy chenge 
| I [| WhenSter Viola EN] pouse. u EE a) 
"ES ee umm i! emen 
LED «control. Youcansqueeze | | Andross' broie, hut 
| offetewshotsbefore | ] they will cut right 
I Wolf can evee blink! .— 11 through your shields. 
| A LQ2-2T-lIlIlI-IlIl.lI-2e2----2-----2-------4 
1 
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mine SIR SSS SS SS Sa] 


EVASIVE ACTION ti 


The best way to neutralize thu myriad dangars in tha 
deep is to press A, B and the R Button continuously. 
You'll fire lasers, launch torpedoes-and barrel roll simul- 
tencously. Use the brakes to buy more time-to defeat as 
many enemies as possible! 


————ÓÓmÁÓ—M—-—---- 










Hang bach and target the clams from ¢ dis: 

ance, Soma of them contain useful tems. T 's to mutate the nativa lfa forms Blast 
Pilot through the first three arches and then the Jarge, spindly fish and the huge angler fish | 
blastopena clan foraLaserüpgrade — ' } throughout the stage for multiple points. 





Your torpe- 
doas will 
lock on to 
thasa pillars, 
but only the 
cracked ones 
can ha 
- dastioyed 
UNT. Unoct the 
hid dn OES 6|. Eua 
ha cemyon is full nf gigantic starfish, and * x 
| panies Alder BER WS Mo rer: 
brakes constantly in this area to make sure || qat with your 
‘thet you destroy every last ana af them. | lasers just before you launch a torp. 
— There's olso a half-hidden group oí 


shnmp-Itke mutents on the ocean 
floor just before the pillars, 
3 ¡==> TO BACOON 
EST 




































p 

Í Thare’s-an antire fieli of thesa shrimp 

| I mutents located at the níouth of the under- — | 
water canyon Hit the brakes ond use lasers 

| and tarpedpes ta wipe them ell out. 


i ÓÓ2 








































1 
1 
I 
I 
I 
I 
l 
1 
I 
I 
L 
I 


Ges Ms : 

Now go efter Bacoon 

plaper Fire tarps at the 
Bacoons shell is adomed with three huge barnactos musclus holding the twa 
Slow them off for 12 hit pomts. The worm-lha para- hatves af its shell toga th- - 
sites nsida tha hernacias will charge, but It’s easy er, then unload everything 
to roll out of way on the contial eye. - 

LA A e e e e e e P p rmn à M. ° 
@ muresoo rower A 


















In the beginning, there was a black 
thot filled-a-twa-dimensianal video $ 
vaid. Alexey Pajitnav laaked at the ri 
black and*bent it into different . y 
shapes. He called it Tetris and said ¥ 

that it was gaod. And it was good. 

But the sun rase and fell and a new 

technalagy appeared an the firmament, which wos called the N64. 

PEU 6 Then fram Nintenda and H20 there came-a >> 

new game ta E N64, and it resembled the 

=)» game of Tetris. But this 

new game wos round and 

cantained six modes af 

$ ploy, and it rotated i in all 

"three dimensions. And 

when Alexey laoked at 

it, he declared that it 


— was very gaad indeed i 
and that his work was dane. So who 
y 7 | are weta argue? : 
4 ' 


71897 NINTENDO. 



























Pore 
A 7 


¥ 


»5 "nv 


"b. 


= 
If ou think tini; modes a for Amtrak, think again, Just take a few“) 


miothents to fearg abóutFetrisphere and” yaulidiscover that it's < subtle 4 
game, full of richniances and a slightly nutty afterioste, But if youre ou 
there slapping lown blocks.andwsillowing ignorance; chances are-you'll + 
just make 3 pig's bre3kfa SS A your ji 
irst game, we ly recommend spending five minutes in the Training Mode 
¡ckúp the basics}! | A 


ASIC TRAINING 

- » | kisten-up, Techiits. Compared-to--military bas 

training; BT if Tetrisphere will seeín like a picnig 
1 You'll learn where to place blocks and how io 

score combos, and no one will ever shoot at you. 
You'll also learn about power combos, sliding and 
magic items, which you can pick up by making 
combos of 20 òr more. Magic items up te to.” 
more powertul-yvesions if you make “tt c M- 
hos: hefore using ernai 


DY ANCED, PLACEMENAS 


n Gety Ser beginners and programmers, 

You really. want to master Tetrisphere 

out “giving up” your Social life, then: the 

Adyipced Traming modé is. for you, Concepts 

suchas X Count multipliers, Gravity Combos and 

nibos are introduced. You'll also learn tà 

lake ont the Crystal Blocks—those lumpy blue 

blocks that always seem to get in your way. As 
your Liderstanding of the game deepens, your | By using the B Button, you can 
scores will soar; “ ‘cleat out Crystals. Another... 


bree advunced technique is'the use 
Gravity Combos“ ` 


PUZZLING EVENTS 
baa, «tici d "f yp Sayer dis ited ia RA 
raining yout that additidh to dropping matching pieces, you can fy 


7 Dile. consiss oí. o 
ts arid. a-number of. 
ides, and drops. "You 
gout ls to break all of ¡2 
fhe pieces witli à limit- 
Pied number- of moves. 
You'll also learn to:zoom.... 
in and oùt using Button- > 
Using Slide ond drop moves, youicau 
clear eny puzzle combination with 
susprisingly fuw steps. Temug 
shows you the basic slidu end drop 
moves s 
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TETRISPHERE 


‘The.Practice Mode lets you'test yourself in vari- 

Seis (Conditions that (might secur in a regular 

yatican use up to: 

E pasör pie eces to-depths of five [ayers and 

fe quire up to 99 core pieces to hs éxposed to 

win. At the-higher end; thë Practice session can 
go on practically forever, 


$9 OONSININ 


In Tetrisphere, the idea is to match 

finch different concept front “the actión in Tetris i Whidi e: to fit pieces cin to form unbiokeg 

Still, Tetrisphere uses six different shapes of blocks in the higher levels, and in the dae Ede you can work wi 

p br them to prepare yourselr for | die more vana stages to Ll ! 





Bentpieces sich as those shown ahove  Ñaoking for and recosinizing carlina 
nged ta have one side fit against a simi- -tions with some pieces can take a 


larly, shaped plec: oder the a, “fot of practice. This formation will 
take out four L-shaped pieces et once- 


matched pai the drop 
piecesthe same mi line Up Don'tjust look for shapas thnughi look. 
requtar pieces. Har matching cors, ‘tog. 


m 


Thespher- 5$ dgmposc* af intetlock! ag btc Mispieces df cejas Shapes Apu strip away 
the layars by fitting a sh»dow over ablockon:the spheresthen dropping-the current picce 
All the matching pieces that-are- — 
properly aligned will ‘break off” 
also, revealing more pieces 
below. At thé core is an image or 
'atittlecharacter, When you reach 
it; light will burst out You may: 
large portion. of. 
‘the core to win. riai istñodes. 
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Anybody con beat Shuman opponent Alt fakes : lvek,diieinidation, bribery— 
hey, even skillCamido the trick, sut computers aren't sö costly defeated. Just a 
Gary Kasparov, th ¡béstichess player insthesvorld who got slammed by a com- 
puter. The ultimgte test of brains comes down to*man Ys, diiachine- And if you 

think you aw beat the N64/Teirisphere team (no fair pulling tlic power card;) 
then you've gota worthy challenge and five modes m which to prove yourse* 
equal to à'few ounces of silicon. We would wish you luck if it weren't pointi 


y 
oped 


1o let alittle guy escape’ ‘hon the core. The trf isi Mame d 
énlarging-a’single opening of sev- 
eral js in close proximity. If 
you manage to concentrate your 
ps, you'll bore-a hole and res» 
We the prisoner. pur 


vos D 
P JE as > As you deepen the bete aw expose 
3 the con rotate the sphere so you can. 
see pieces from the.side. You may be 
abte to see if there ore any melti- lar 
ered stacks that you can break. 


m In a [3 
k, which are listed PS e. enough, this mode fol- 
ws a sott of story in which several characters hide from you 
bide the Spheré, One; challenge follows: randomby-aftor.. 
T ree episodes, Cum pever: know. what to expeet. 


D . 
melti 
M Multi, your goal is to completely uncover one 
icture of @ character. The picture will be locat 
ioo the core, so -you'll have to dig down 
tf ugh several layers, Once you see a corner of 
the picture, start widening the hole. 


Ae A variation, you must locate one of the pink drill 
bits, then start digging downtothecore of the spheresEach, 
drill bit marks the ication of a character image below on 
the core. Uncover ifto win. 





| Hn "goal jr drills to unte red brick piece earth mitt "m" 
Ple What this bas (da wth he ther Mas cat sks 


but it's quit: TUS 


wm § tower 
ip the Tower vafiafion, a cròt Shaped da" appear on haker Mbr Job isto digaw™ at 
the area around the tower to reach a: picture below on the core. THe is a lot like Drill. Vou 
* ust completely. Ujicaver the marked Image inorder to win. Since-the Hiner. moves Quickly in 
p iseme you don't have much hme td ponder your next move. 


. t 
hide + seek 
This Variation is pretty much the same thit 
as Rescue, One character ‘is’ trapped inside 
the core and yout have^to break him out. bh 
alita matter of opening-up a-hole large 
crol the chara r © dye 


j Unique 
4 This 5s another variajon gn the Drill theme, © The i 
that it’s called Unique ie qs! a dever vi Lan b= 
drill bitang. uncover the unt put image ‘on the core «iw 
itt om eros |) ak dais 


-e iP t 
4 Jet another drill iim aea?» vou in Be Shift Option. Wl 
4 Wi tee Iw drilon the surface of the spr 
87 apicerof the core picture is hidden beneath each one; 
E TET then slic them together. 
à 
1 E z 


ra EE 


Soaaect 
Beresi te MA you'll find an image with lines connecting 
1 9 other images onthe core You'll havelountover all tí 

| pictures to meet this difficult ies 


* 


Isidesto revealithe picture. 





Yoo ‘must both move and drop 
pieces to solvé^the puzzles Y 


s, this Mod. Siné= most of the 
puedes gontai several: lavets, 
part of the trick is makin 


pieces drop inte new matches: 
and combos below. When you 
rotate, the“sphere to the side, you 
may see how thé pieces are stacked. 
With 100 puzzles, each tougher than the previous 
one, you should hae-* s-ugh-frustration ‘Atle’ 
up to inflate a blimp i 


In this mode, the idea is to see how far 9 go, 
and how much you can score, in‘five minutes, You 
have to uncover the core to reach the.next level, 
so digging déep as quickly as possible is ihe st 
strategy. Moving pieces.tó form. matches and com- 
bos in one area is a quick way to reach the com 
You cán get the special item option in this mode, 
which can help you reach the core 


Nou.cani play against the computer asit wena 
human opponent in the Vs. CPU mode, The 
screen splits into two halves, but your brain may 
shatter into a million pieces from the strain * 
staying ahead. Your goal is to score combos that 
handicap your opponent while digging down to 
uncover the core, Computer ‘characters su 9 w 
Rocket, Wheels, Gear and Gyro show up-to chat— | 
lenge you wif #nétmng levels of difficulty, 
On Pe lowed level | dilficulty ^ut As a'sfitere prow itip- 


face Rocket If you win, you'll move on — "etes that the plar me 
trouble That's the time to'pile 


to face new computer-controllet cha” 
acters wh are more difficult. ‘on pieces hy scoring combos. 


AA 


tO: dy 


po varoe the easiest TET TI 
‘concentrate on digging deep — drop difftcult-to-remove 


to win, 
Fre and moving places. Alwaysioek for black bos! a yaur spp + 
» Isep matches. mants spilbre: 


- 
$ ———. 
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ygs Ally: vont to put your sbrain on the lins, invite iome 
Airieñds “to iplay Me Mode. The far bach play’: 

& -dncever a preseleçic] numberof core pistas 

Gist. sa Rachiplayer cm choose Ue number Ot 

tor- pietes fo expósc;you can handicap matches. 

The strategy i cludes Ein ; blackblocks tn your spponent’s 

sphere by getting combos and exposing thescore as quicldy or 

possible by moving pieces. 


Ur to Si players Can join in the tournament mode, each one challenging the 
inner of the } previous maich. Each maich consists ‘fa hest of thréepive, se 

or nine contest, Before the match, players can choose between seven rábo ic 
characters with a variety of. Speed and Pull settings, which give you. different 
speeds for the cursor and the quickness of the pulling move. As in the regular VS. 
Modh obie ct is Tunca predifiermined number of core spaces, 


i or TomPranw®, pleyers 
| egn each gem th iden cal spheres: The 
Prop pieces appear randomly, but each playas. 
heceies the seme peces'in order sa ali things 
ara equal The faster play eis drop | pieces: 
the more likely they ero to petani 
'appartuaities: 
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the country, the only hope of 

a catastrophic explosion reste wit! 

Blast Corps, an elite team of demolition 
daredevils. Using the most unusual 
vehicles and technology available—like the 
amazing Cyclone Suit-theyve freed scien- 
tific expert Professor Nash from a mys- 
terious high-security government lock-up 
run by the tyrannical Col. Barker, a man 
with hls own score to settle with BLAST 
CORPS. As they prepare to detonate the 
nukes in the nearly abandoned town of 
Tumble Gulch, the team discovers a lone 
resident right in the path of destruction! 


you 
KEEP DOING Your 
UNE corer AND 
TW PE ONE HAP 7] 
o, CAMPER. — y 








AREA, THIS 16 
HOME BASE. HOW'S 
CUR FAVORITE 
RUNAWAY NUCLEAR 

5 CARRIER DOWOT. 


¿BUT Y 
PONT THINK 
rr MAKE IT 
TO ME BRING 
PETONATION | UG CLOSER TO, 
LATE BEFORE THE CARRIER, CLARK 
BLOWING A TM NOT CURE HOW 
NN PIM NL GE NETH 
ME FEOMBS JET 
PACK " 


SLOPPINESS RUNING 
GLAST CORPS 
f$ UNTARNISHED 
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«REARS ve IN 
Amd 
Me NUCLEAR MATERIAL > 
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HAVEN'Y SEEN 

E OF Those, 
INCE 1 NAS A h 

KID WONDER WHO $ 





MERE 
AIN'T SUPPOSED 
TO BE AMICON 

NIN? HERE! 





1 JUST CANT 
LEAVE THE CU 
BIRO HERE- TTE 


CG, |. TOO DANGEROUS 
t c p P Rs > ~- 





Una, t VE 
GOT HES BELIES 
QreN- Vere, SEE NES 
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THIS CONTRAPTION 
J WAG SRINGING ME 
ENG NOPE. COULD $ 
RAE 





e 
ANO 15 HEADING 
OUR WAS! 
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tf STL PACKS A 
MEAN FUNCH WHER 


INTER D N 
GOIN' FOR A RIDE | 
OL? MANT 


Monn TO 
LiKE TO INTRODUCE 
AOU TO BAUNSTA, 


OUR CHENEY neker A 
OUTTA TS 
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" SPIKE, 
¿' Awe lou MERET 
DO NOU COPY, 
BAKE? mié id 
HOME Case, 
Pig tt 


‘Edited ty Maton 
| rile Thatenok 


rtg Parera eat 
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SORRA 
FOR BEING 
INCOMMINICADA 


BOSS. 1 NAS DAIT 


TO? AMBER. THE 
CANISTERS HANE 
SEEN PLACED IN 
CONTAINMENT AND 


ARE READY FOR. 
PROPER A 


DISPOSAL 


a 


ea aie Po 
er 
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IT APPEARS “THE MISSION 
WAS A COMPETE GUCCESS, 
COV. BARKER, AÑO SURVEILLANCE, 

SHONS THAT PROFESSOR, 
NASH WAS PART OF THE 
) TEAM'S EFFORTS, 





-862-0052. 


ty store, To fied o 
core +800: 
li rights reserved. 





ho found at your local comic hook spécial 
G Dr. to order directly from Dark Horsa, 


m 


loge are registered trademarks of Dark Horse Comics, lac. 


Blast Corps © 1997 Ninténdo / Rare. Game hy Hore. 
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hosa 1-898-266: 






Dark Horses diverse selection of qsolity comic books cc 
comic book specialty Store aear ye. 


Dork Horse Comics and the Dark Hoi 
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In the carly ‘80s, arcade addicts entered t 
apocalyptic world of Robotron Set in 2084, 
it was a future when humans had perfected 
their ultimate creator robot species called 
Robotrons Of course, along with being the supreme 
and perfect robot race came a tremendous ego and in 
this dim view of the future, the Robotrons had con- 
cluded that humans were inferior and inefficient The 
machines set 1o destroy all humans, but their exter- 
mination program encountered a glitch when Eugene, 
a genctically-engineeyed superhuman, entered the 
ena Only one humen family survived, 
48mm, and it was up to Eugene to blast 
away the danger for extinc 
tion Now in 1997, as 
primitive as the original 
may seem, its relentless 


revamped in 3-D, Robotron 64 seems 
even more futuristic than 2084. 


on WSS AYES En 


VIEN MERAY PAR 
us. 


is ain t your daddy's Robotron The frantic shooter is 
resurrected into a 3-D arena, blazing with more swarms 
af enemies, missiles anti obstacles 



















than its predecessor, Mobs of new enemies swamp the 3-D arenas at 
lightning speed. In the background, quick and aggressive techno 
music underscores your desperate attempts at preventing your impend- 
ing doom If that's not enough of a dizzy spell for you, hit the Z Button to 
saturate your screen with a wide array of psychedelic ralnbow patterns and kaler 

doscopic tie-dyed splashes And maybe, tf you can keep your head from spinning, you'll 
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Robotion b4 throws so many enemies at you that you may need 
to change camera angles to avoid gelting smothered Switch to 
Eirst View tor a tirst person. perspective challenge—since you 
don't have eyes in the back of your head, you'll have ¿o keep 
your back to the wall. In Smart View, the camera will automatically zoom 
in or out depending on your loca- 
tion, while Third View keeps 
Eugene centered in the screen. For 
the classic perspective. of the 
arcade game, try Overhead View 
The ideal view, however, is Arena, 
in which the camera tilts closer to 
the tloor the closer you are to the 
front of the battletield 
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ls a few hundred against 
one so it's only fair that you 
should have some fancy 


What really set Robotron apart fiom other arcade 
games was its dual yoysticks—one controlled your 
direction of movement, while the other controlled the 
direction of your fire Robotron 64 remains faithful to its 
source (unlike the futunstic race of robots), as it enables you to 





power-ups at your disposal 
Roast robots with your Flame 


plug in two Conirollers for double Analog Stick action The Thrower or Two-, Three or Eour Way 
game +s pure guns) inging, and just like in the Ol’ West, you can Shuoting To safely absorb enemy 
have two fisttuls of gunfightin’ power attacks, grab the Shield The power- 


ups may not put you on equal footing 
229000 22 with the Robotrons, but they'll surely 
help you kick some “bot 


ONT HOLS 


WALKING 
WALKED 
2 





Play Robotron es it was meant to be By hooking up two Controllers mto 
pleycd—with two Control Sticks You — your N64, the Control Sticks can 
have the option of plugging m two direct which you way ynu walk or 
Controllers for Two Fisted” game play fire, Just like m the arcade version 


IM — 





Robotron 64's basic survival strategy is to always be moving and P 
firing Remember that you can shoot in eight directions, includ 
ing diagonally, to blast the robots You can fire recklessly, since your 
stray lasers won't harm the humans However, rescuing the humans Is your 
priority, so save them as soon as possible. For extra help, experiment with different 
Combinations of running and shooting to find the secret power-up codes 


When you start each level, you land in the middle of the 
arena In center stage, you're easy prey for the robots 
that can surround you from all sides Before they 
close in, speed to the edge of the arena, then run along 
5t the perimeter as mapped out in our 3-D diagrams on the right By 
skimming the arena’s perimeter, you'll need to shoot in only five direc- 
{ele tions, since the wall will protect one of your sides from attacks 
Unfortunately the clever Robotrons anticipated this tactic, and they'll try to coun- 
[]« terattack with lasers or tanks that cling to the arena’s sides 


You re most vulnerable when Robots will close in on you rt 
p out in the open, since the you stayin the center, so don't 
lobotrons can zap os grab you let them faze or phaser you as 

+ Tromall sides you sun to the arena's edges. 


it looks ke the humans developed artificial intelli- 
gence that was a little too intelligent! The Robotrons 

have outsmarted their creators by figuring out how to 
manufacture more automatons on their own The Quarks 

and Spheroids are virtual mobile robot factories, and they'll 
QI c spawn armies of Tank and Enforcer Robotrons Target the 
Quarks and Spheroids as soon as you spot them, or 

they'll spew out more rabots and turn the 

arena into a mosh ptt filled with mechani- 

cal menaces Once you've terminated 

the Robotron spawners, reel in the humans 


before they wipe out In 2084, its not humans but robots 
who overpopulate tha world The 
Quark and Spheroid Robotrons pro- 
duce more robot enemies, so immedi- 
ately crash their systems before they 
overload the arena with their armies 








9¢ 
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4. 


- 2 5 The Robotrons are on a mission to seek and destroy, so let 
4 & tem follow you, then lead them to ther dooms The 
robots tend to have a mob mentality They'il mindlessly 
d home in on you once they spy you As shown in our dia- E de 
A grams to the right, blast away an escape route, then parade in front à + 
of the Robotrons to get their attention Run to the arena’s edge, then initiate the , 
perimeter-circling tactic. As you run along the arena’s borders, the robats will flock 
together in their attempts to intercept you. With your foes concentrated into one massive 
target, you can focus al! of your firepower in one direction. The Gas Gun Is parucularly effec- 
tive in this situation, since its toxic cloud knocks out entire areas of enemies 
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You'll give your reflexes 
quite a workout rf your 
enemies are chaotically 
spread aut around the 


arena You'll have mare 
of a fighting chance if 
you can group your ene y 


mies in one spot 


















Runin front of the Robatrons 
to catch their attention, then 
head for the perimeter 

They ll eventually form a mob 
as they chase you, and you 
cen easily target them 









4& wt Hazardous Electrodes pollute the area, making it 
e more of an obslacle course than an arena Most 
t Electrodes are laserimpervious, but you can use 
> the Deflector Electrode to your advantage When Rohotrons can easily distract you ftom saving the last 
you shoot one, tt can amplify and bounce your lasers around family, so if you don't have time to save the humans, wart | 
the arena Electrodes are also handy for toasting robots— until only one robot remains You'll enter the next level once” 
many Robotrons walk in a straight line to reach you, and if you pull the plug on the last robot, so save its destruction 
an Electrode's in their way, they'll walk into It until you rescue all the humans d] 


dé m Humankind’s on the verge of extinction, so savi LN 
ikey and his family will earn you plenty of points” 
as well as the gratitude of the human race The? 








^ 


Avoid walking into Electrodes, The shocking truth about 
because they re high-valtaga Electrodes is that they somi- 
obstacles Trensformer times look like power-ups, so be 
Electrodes {like those m Level 40) — careful when you re seeking 
emit beams to create an electri- — bonuses or you may endup asa 
fied maze broiled briquette 


Youll progress to the next level once you clear the 


arena of all robots (Hulks don t count), sa spare one 
enemy until you ve rescued all of the humans 


ERTE? 





All the classic robots from the arcade version return in Robotron 64, but the characters have 
more depth now since they've been remanufactured in 3-D The Grunis, Hulks, Spheroids, 
Enforcers, Tanks and Quarks from the original resurface, but, this time out, they're wired to 
be more wily and wanton than before Brains, Nanobytes, Ants and Bees also swarm in to 
squish the humans out of existence As a one-man army, you won't have it easy batting the 
robot uprising Study our enemy schematics so you can throw a wrench in their plans 


¿This i5 the 3 D version of the most common E >, Keep your 
Robotron enemy The Grunts (Ground i eye on the 
Roving Unit. Network Terminators) are sky, be- 
drone robots that will relentiessly, albert cause the 
unfurttvely, pursue you Since they're not very tricky, Jetpack Grunts will 
you can easily outsmart them and eam 100 points for — rocket above you, 
zapping them then sky- 
dive down and use you 
to break ther fall You 
can't hit them when 
they're airborne and 
some camera angles 
make it dificult to tell 
when they’re hovering, 
so find a suitable view 


They look like life preservers, but they're 
definitely not life savers One of the tough- 
est of the four varieties of Spheroids ss the 
Megaroid, which requires numerous hits 
before being defeated Focus your flrepow- 
eron the Spheraids and blow them away as 
soon as possible or they'll go haywire 
spawning new legions of 

Enforcers 


Like Spheroids, Quarks 

spew out more pesky Robotrons 
The four types of Quarks each 
roll out a different type of Tank 
Robotron You don’t want to 
tread on the Tanks, so stop the 
robot mass production in its 
tracks by quickly blasting the 
Quarks Your Quark extermina 
tion can earn you 1000, 1500, 
2000 or 2500 points 








ROBOTRON 2084, 
1996 6 1991 





























The well 


Brains 
have you thinking eT - Almost 15 years aiter infiltrating ae 
twice about which ^ : arcades, Robotron 2084 got a ' * 
| humans you should res PIDA J new life last year on the Super 





cue As soon as a Brain Ap he NES. Along with Defender I and 

ps heads with a human, 1 , Joust and Sinistar, 

Robotron 2084 stormed 

into homes packed in Arcade's 

Greatest Hits. The Super NES versions are identi- 
cal to their arcade counterparts, so older gamers 
can relive the heyday of arcade games, while 
younger players can experience video game histo- 
ry. A year after the Super NES Robotron entered 
households, Robotron received a complete over- 
haul for the N64. Robotron's theme of “shoot 
everything in sight” is still intact, but with the 
N64's 3-D capabilities, the game flaunts a new 
perspective. Now, there are more enemies with 
more fire- and brainpower, and you can even 





bun 
will reprogram Ihe person into an 
evil Prog zombie. You'll have one 
less human to save, and one more 
enemy lo fend off, since the 
brainwashed human 
wall turn in 
your direc- 
tion and try to 
attack you 





In higher levels, 499 
the — Robotron&Yy 
wall battle you with 
more brainpower In 
the form of the gargan- 

tuan Mega Brains To drain 

the brains, play it smart and blas: 
it mulliple times to earn 3000 
points 


ou 





battle through the eyes of Eugene or from any of the 
many roving camera angles. Robotron 64 may seem 
overly simple compared to other N64 games, but 
that’s not to say the game isn't challenging or addic- 
tive. With hundreds of levels and the fate of the 
human race at stake, just how far can your hand- 
eye coordination get you? We bugged the testers at 
Midway and they gave us their personal bests. 


Incredibly, the Hulks are indestructible The 
four lypes of sturdy Robotrons are some of 
e your biggest threats Concentrate on saving 
any human who is near a Hulk's claws You can't 
destroy the robots, but try blasting them 
and you may slightly 
stun them 


) + ON TH 


CETTIA 


SETTING 





es 
hE- -S 
ian Pas 








QUE 


1 A 


cxt 
Ev 
E 


NET 


La. 


© 1997 THQ 

© 1997 BRUNSWICK and BRUNSWICK WORLD. 
TOURNAMENT OF CHAMPIONS are registeragi 
trademarks of the Brunswick Corporation 






You can put your bowling bail in the closet and hang up your This game ıs so packed with options that there really arc tao 


shoes! This month THQ breaks out a Super NES ten-pin experi- many to mention here, but we'll start by filling you in on the ball 
ence that nvals the actual look and feel of going to the lanes! selection There are 16 different bowling bails to pick from, each 
While some bowling Paks oniy with its own pluses and minuses, depending on the lane 


give you a "hne “em up and rol!” 
style of game play, Brunswick 
World Tournament of Champions 
recreates almost every variable 
and nuance involved in knocking 
down the pins Ball type, curve, 
spin and even the amount of lane 
oil are just a few of the factors 
that you'll have to 
take into account 
before you bowl 
your first frame. 
But just because 
thus bowling game 
1s incredibly thor- 
ough, that doesn't 
mean that it’s too 
complicated to be fun And hecatise it 
lets you team up with, or face off 
against, Ihree other friends, this i5 one 
bowling game that lets everyone get in 
uii the fun! 


you're playing on The lanes themselves also play an impor- 
tant role in the six tournaments because of their oid differ- 
ences, so the game gives you the eption of practicing on all 
seven types before you try to take a title There are also two 
leagues to choose from, and you can choose between short 
and long tournaments 
so you can choose the 
one that fils your sched. 
ule And as if you didn't 
already have enough 
decisions to make, you 
can even choose the color 
of your clothing! 

























@ NINTENDD POWER 





Besides being able to create your own bowler, you also have the 
option of playing as one your favorite pros from the PBA tour 
While adopting a pro's persona won't guarantee you a win, the 
confidence boost it provides may make all the difference 
between leaving pins standing and scoring a strike 


tay Williams Jr. 

Average 225.28 
Right-handed 
Inducted into the Hall of Fame in 1995, Williams 
has set PBA records for most 300 games in a tour- 
nament (4), most games bowled in a year (1300) 
and the most 200 games in succession. 
Mi As 

Average 218.94 
Y Left-handed 
While Mike Aulby 15 not a bowler who's prone 
to boast, he is perhaps the most beloved play- 
er on the PBA tour because of his soft-spoken 
character and his near-perfect performances 
"acl n lil 
Average 221.70 
Left-handed 
A traditionalist when it comes to his approach 
and arm-swing, Bohn was a perfect pick for 
the post of Ambassador for the American 
Bowling Congress 








Ma 
Average 214.00 

Right-handed 

Widely believed to be the father of the modem 
game of bowling, Roth won enough in 1984 to 
surpass the truly smpressive million-dollar mark 
in his career on the tour 








ahr ny P»traglia 
Average 214.64 

Left-handed 

Referred to as “Rags” by his fellow pros, 
Petraglia is a living legend in the PBA, having 
spent 30 years dedicated to the sport Try play- 
ing as Petraglia 1n his own tournament! 





BRUNSWICK WORLD T.0.C. 


Randy Pederson 

Average 219.39 

Right-handed 

Having taken 11 tournaments by mowing 
down some of the toughest competitors in the 
PBA, Pederson is one of the best (and most 








Mark William ; 

Average 219.39 

] Right-handed 

He's won two titles in the Firestone 
Tournament of Champions, so there's no ques- 
tion that besting Mark Williams is going to be a 
E major challenge for any player in the PBA 





lustin Hromek 

Average 218.32 

Right-handed 

It’s still early in Hromek’s career as a profes- 
stonal bowler, but since he’s already done so 
well in the PBA, we can safely say that there 
are lots of tournament titles im his future 


Ricky Ward 

Average 217.54 

Left-handed 

Like Hromek, Ricky Ward has only begun to 
work his way up the PBA rankings, but he defi- 
nitely threw the ball like a world champion when 
he won the Johnny Petraglia Open in 1993 


y Curtis Odom 
Average 217.33 
Right-handed 
Curtis Odom may not have any tournament 
les to date, but his earnings have been con- 
ntly high Maybe you'll be able to help 
Odom bring home his first video bowling title! 




















ge 216.52 
Right-handed 


Steve jaros par m the PBA on only a pat -time 





If you want a bowler that reflects your personal 

ily, creating your own pro is the best way to go 

Besides picking the. perfect ball and deciding 
which hand you'll bowl with, you'll also get to 
determine the color of your clothes! 





SIN #ldNS 





This lane has a short and narrow area of oil, caus- 
ing the ball to hook early when it's thrown down 
the center and even earlier if you bowl down the 
edges You'll have a strikefest once you find the 
lane's sweet spot 





The lanes im the game have all been treated with o1! to keep the 
surfaces nice and smooth, but the resulting “oil patterns” can dra- 
matcally affect your ball’s behavior Try prachcing on these pat- 


terns before heading off on the tour 


This lane pattern has a heavily oiled center stripe, 
causing balls rolled dowa the edges to hook 
towards the middle It's one of the easiest patterns 
lo bowl on, so you'll probably be rolling strikes in 
just a few frames 


This pattern, with it's heavy coating of oil across the 
width of the lane, can be quite challenging for even 
the most experienced players. Don't bowl towards the 
lane's edges or you're bound to roll inte the gutter 


With a wide but short area of oil, this lane pattern 
will start hooking your ball sooner rather than fater 
Because of this, you should venture only a little way 
off center to find the strike zone 





With a longer and wider coating of oil, this lane 
makes your ball hook as it closes in on the pins 
While strikes will still be relatively easy to make 
with this kind of pattern, spares will be much 
more difficult 


Any ball not bowled directly down the center of lanes 
with this oil pattern is liable to hook early Try stick- 
ing close to the middle of the lane to make strikes, 
and stray away only if you’re shooting for a spare 


This is mysterious oi! pattern is definitely the most 
difficult to master simply because you won't know 
how it will affect the ball until you've played a few 
frames Say so long to those easy strikes! 


The Teams League includes 
four teams that face off on the 
lanes in groups of four players 


Up to four human players can 
get in on the fun, allowing you 
to either team up to take on the 
PBA's best bowlers or split up 
and compete against each 
other with the help of the pros 
Given that the Teams League 
provides so many ways to play, 
pairing up Is a great way to play 


Leagues allow you to forego the six major tournaments in favor 
‘of smaller battles against human gr computer opponents in the 
Singles League, it’s every bowler for himself, while in the Teams 
League, you can bowl wath or against friends 















In the Singles League, four 
bowlers (all of which čan be 
human opponents) cas bat- 
tle it out as individual play 
ets In both leagues, you can 
customize some feally cool 
features, including the 
number of games in a 
match and even the 
method for scoring. 




















If you're bowling like a pro, it's time to head to the tournaments 
and test your mettle against the PBA players. In this mode, you 
can determine the lengths of the tournament Unless you have 
tots of stamina, we suggest that you start with a short one 


Being the most prestigious stop on the 
tour, The Brunswick World T.OC is open 
only to those who have taken the title in 
either the Johnny Petraglia Open or the 
Bayer Brunswick TPC Keep in mind that 
after every game you play (tournaments 
can have more than 425} you'll earn a 
password that lets you return to that point in the match. It can be 
quite useful If you begin to falter late in the tournament 


OIL PATTERN 
n—— 
ait BAKE nose 


To bowl a strike, place your left foot on the fourth markar fram the right, and 
aim the bell between the secondand third arrows from thenght These tips 

are for right-handed bowlers. If you re alefty, substitute "right" for “left” in 

these directions and yau'll do just fine 


Besides the Brunswick World TOC , 
this 1s definitely the most difficult 
competition on the tour Its lane oil 
pattern is described as being of only 
average difficulty, but it's a lot 
tougher than most of the other 
tournaments where you'll sometimes 
face casier patterns You should probably bowl a few practice 
rounds on patterns 5 and 6 before entering the Bayer 
Brunswick TPC 
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Practice is real the key to taking this title, but wa can offer a jittle advice on 
foot placement and lining up the ball Use the same left foot position as we 
suggasted for the Brunswick World TOC, but ploce the blue cursor over the 
third arrow from tha right and make minor adjustments as needed 












RUNS WICK WORLD T.0.C. 





Named after one off the game's 
playable pros, the johnny Petraglia 
Open is a bit easier to win than the 
Bayer Brunswick because its lane ot 
pattern is easter fo bowl. 


OIL PATTERN — 
ssim: e F 
auent are nang calera 


If you want to take this tourna- 
ments title, try this technique. 
Stand with your right footon the: 
tloor marker that's third from the} 
right, then move the blue cursor. 
over the arrow that's also the 
third from the nght Now power 
up to maximum and plow down 
thepins! 


if you're looking to improve your luck 
im toumament play, go to Las Vegas 
where the oil pattern is always easy It 
will make your odds of picking up the 
title much better than they are in any 
other competition 


Here's the way to bowl aperfect 
framen Las Vegas Position your pro 
player's left foot on the fourth floor 
marker from theright, then move the 
blue aiming cursor just to the right of 
‘the third arrow from the night dds 
put yau 


are that this technique will 
on the leader boerd. 


The Quantum Open is a bit tougher 
than the Las Vegas Invitational, but it’s 
much easier than most of the others 


The Open has an easy oll pattern. 
Stand to the left of the floor marker 
fourth from the right and aim to tha 
right of the arrow third from the nght, 
as you did in Las Vegas 


V you see bowling as a battle and your 
competitors as combatants, then you'll 
love this tournament’s themel 





If you finc yourself up the same way you 

did for both the Quantum Open and the 

Las Vegas Invitational tournament, 

yu bowl a great game in the Combat 
‘one Classic. 
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o you have what it takes 


to smack a Randy 


Johnson fastball over the 


left field fence or mow down 


Mo Vaughn with a nasty slider 


right over the heart of the 
plate? Here's your chance to 
find out. Nintendo's newest 


sports Pak, Ken Griffey Junior 
Presents: Major League Baseball 
for the Game Boy, puts all the 
excitement of the big leagues 


in the palm of your hand, 
including all 28 pro 
tesms and their 
actual players. Grab 
your Game Boy and 
Go Yard With Griffey! 











[ nreo Power — 2827 Nintendo 


OMLBPA 


s you read this, baseball pros 
and fans alike will be 
up for the division pi 
races and taking odds on which ball 
clubs will make it to this year's World 
ries What better way to get into 
the swing of post season play than 
holding your own World Series, cour 
tesy of Nintendo's Ken Griffey Junior 
Presents Major League Baseball 
Based on the hit Super NES game of 
the same name, this p le Pak 
sports the same features that made its 
predecessor such a hit among both 
casual fans and aficionados, includ- 
ng an auto-fielding option, a running 
tally of player stats and batting aver- 
ages m Season Mode and the option 


Choose from all 28 pro teams in bath 
leagues IF you didn't catch any of the inter 
league play this year, heres your chance! 


"SWUNG ON AND BELTED! 






of playing with or without a designat- 
ed hitter Nintendo has also made 
some very notable additions and 
improvements to this 4 megabit ver 
sion of the game Not only can you 
now trade players in Season Mode, 
you'll be managing and fielding full 
rosters of real-life major leaguers 
This Pak includes every player in 
every starting lineup, from the lowli 
est bench warmers to the game’s 
biggest names, like Barry Bo 
Tony Gwynn, Kenny Lofton, Greg 
Maddux, Hideo Nomo, Mike 
Mussina, Frank Thomas, Albert Belle, 
Alex Rodriguez and, of course, the 

le Marmer's star outfielder, Ken 
Griffey Je! 


This versonuses the same engine as the Super 
NES version Players ara larger than what you 
see in other Game Boy baseball games 















his game comes equipped with five different modes of play, including Exhibition, All- 
Star Game, Home Run Derby, World Senes/Playoffs and Season Modes. We'll do a 
F 1 4 quick run around the bases on each mode before we slide into some strategies and a 
JA scouting report on the teams and their key players 


MOE a T DN JOPTIONS i 


the exception of the Home Run Match bats with 
thy, each mode allows several oe and see if you can smack more home 
Options to be turned on and off runs ina head-to head duel Players are given 
beginning play, including one that ten outs, with anything that's not a homer 
lows you to Just manage a team and let the counted as an out. A computer-directed Griffey 
computer control it during a game in some — goes first, followed by a slugger that you con- 
modes, you can also check out player tral Swing away! 

stats, league standings and [m 

game schedules 
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2 Even if 
your favorite mudhens have 
never made it to post 
season play, here's your big 
chance to set up an 





-YLHBIUTICON 


EX IN Exhibition 
mode is a one-game challenge 
between any two teams of 
your choice You can pit divi- 
sion rivals against each other October Surprise for them 
or set up a fantasy, inter- I's a seven-game series 
league challenge It’s all up to you! between two teams of your choice 














SEASON MO 





E The All-Star Game lets Take the helm of your 
you find your own answer to the perennial — favorite ball club and lead them through a 26 , 
question, “Which is really better, the American 78- or 162-game season. You can trade players, 
or the National League?” Lineups include the restructure the lineup, shuffle the pitching 
top players from each league, and even the rotation and more You're manager, coach 
benches are populated by powerhouses and player! 


OUD PINE 


f the computerized ball clubs aren't enough of a chalienge for you, you can 
also match your skills against another player in Exhibition Mode play With 
a Game Link cable, two Game Boys and two Game Paks, you can set up 
any major league challenge you can imagine Even though the other play 

modes aren't available, you can still keep track of 

your stats and conduct your own mock season, 
play-off series or World Series 











SELECT GAME TYPE 


@ounertron 
eLL-sran cau 
Howe mun omne 


As goodas the 
Alisin this game, 
you stil can't 
beat the 
unpredict- 
ability of 
ahuman 
Opponent! 
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s we mentioned. this game includes all 28 major league teams and 

their actual rosters, and each player has been programmed according. 

to his real-life counterpart's stats Most of the strategies you'll use out 

on the diamond will depend on who you have in your lineup, but here are a 

few general strategies that most any team can take advantage of at one time 

=~ or another dunng a game We also recommend playing an Exhibition game 
or two to get used to the game control before jumping into Season play. 


rey, 












U once for each step. Send the runner as soon as the 
ball is hit to grve him a better chance of making it to the next 
base If you lead off by four steps, your runner wil! immedi- 
ately try to steal. It’s risky, but you can try to steal on a slow 
pitch or rf your opponent has a so-so catcher, Computerized 
runners always lead off by three steps They're nearly impos- 
sible to pick off, but if they try to steal, you can beat them to 
the next base if you have a strong catcher 


POW EY Sy CONDE 


hen playing against a human opponent, you'll probably want to use a pitcher with 
a high speed rating When playing against the computer, control is more important 
Computerized batters don't seem fazed by fast pitches, but they are often suckers 
for a curve ball on the outside corner Remember that you can direct the ball with the Control 
Pad after 1t has left your hand 





Leading off ts great for getting extra 
bases, but don't send the runner on a 
pop fly If he's more than halfway ta the 
next base and theballis caught, he'll 
likely be thrown out. 
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Keep an eye on your starting 
pitcher as the game progress- 
es Whenhe starts panting 

with fatigue, call down to the 
bullpen for a relief pitcher 
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1elding 15 possibly the most challenging part of this game, 
so use the Auto Field feature until you get used to the con- 
trol: Watch how the computer directs the fielders and the 
angles at which they approach the ball The key to manu- 
al fielding is judging the speed and direction of the ball. Don't. 
think about where the ball is now, bul think about where the ball 
1 going and whal you have to do to get your fielder to that par- 
ticular spot The idea ls to intercept the ball, nol chase after it 
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OM PLAVIMANAGE ON 
OFF MANAGE ONLY oF! 
OFF AUTO FIELD ON 


o» BACKAROUNO ON 
MUSIU 
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KEN GRIFFEY JR. PRESENTS: MLB @ 


SCOUTING PEPOR 


e’ve put together a scouting report on the top pitchers and hitters for each team, plus 
some management tips that may help on the bumpy road through Season Mode and on 
to the World Series Of course, stats don't tell the whole story of a player or a team, and 
it will be up to you to get the most out of your chosen bali club Keep an eye on individual player 
performances and don't be afraid to tinker with your team's batting order or pitching rotation 
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i LOS ANGELES j SAN FRANCISCO j ANAHEIM 
S DODGERS ` GIANTS ANGELS 


| 
| Piazzahas made quite a name for himseif ashis ven though he was walked an amazing 15t satility is the Angels’ game Erstadis now a 
|. club's top run producer battmg 326 for his times in 1996, Barry Bonds still managed to baseman, but you can píatoon him at 
career, while Karros is very solidin the clutch away witha 308 average 42 homers ar posrtions Salmon is the most reliable 
(294 '96 average of 275) Mondesi cen be and129RBls Play with the meup and try to litter and can be dropped anywhere m the bet 
‘streaky, but hes monstrous when he's "on " iia hitters before and after himin the ting order Piace Finley at the top of the pitch- 
or 
do 
















ir At 35, Gardner isin no danger of slowing grotation, with Dickson at third or fourth 







pore, the sensational 1995 Rookie of the Year, 

the obvious backbone of your pitching staf? This. prone nght-hander is your top pal ys your logical closer, but don't over- 
| ig pic ark him 

| — TOP 3 BATTERS  «— TTERS __ E H 

| M. PIAZZA 31/0 G. HILL 34/RF 


E. KARROS 23/1B BONDS 2S/LF 
R. MENDESI 43/RF 3. KENT 21/2B 






























| TOP 3 PITCHERS — 8 .—— TOP 3 PITCHERS TOP 3 PITCHERS —. 
A NDMD 16/SP M. GARDNER 26/SP 31/SP 
R. MARTINEZ 4B/SP ERNANDEZ 22/SP 19/SP 
T. WDRRELL 3B/CL 47/CL aD/CL 


SEATTLE | SAN DIEGO 4 COLORADO 
MARINERS PADRES $ ROCKIES 
‘This is a team of solid hrtters with absolutely The Padres clinched the NE West title lest They may be gettng older, but the Rockies” 
ims in the bunch Lead off the batting year, and they could be primed to do it agam top three batters remain a force to be reck- 
order with Cora, Rodriguez, Griffey and this year Unlike Seattle, which relies on the ned with This team won't be known for base 
Martinez The Big Unit, Randy Johnson, is the | long bail, San Diego getsalong with consis- running or bese stealing, but the defense won t 
cornerstone of the pitching staff In Season tent, solid base hitting Ashby's superb control let youdown Give Swift a chance in the middle 
y, try using four lefties and one right hander makes him a contender for the No 1 prtching ‘the pitching rotation, but when he s ug, 
‘spot, while Hamilton is the other top pick ep Ruffin ready to take over in the sixth or 
| | seventh toning 
TOP 3 BATTERS — — TOP 3 BATTERS 
S. FINLEY a2/CF L. WALKER 33/RF 
T. GWYNN 19/RF | A. GALARRAGA 14/1B 
K. CAMINITI 21/3B . BICHETTE 10/LF 


TOP 3 PITCHERS TOP 3 PITCHERS 





























































51/SP J. HAMILTON 50/SP 30/SP 
13/SP A. ASHBY 43/SP 20/SP 
50/SP T. HOFFMAN 51/CL 1B/CL 
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OAKLA! AS uS 
ATHLETICS RANGER 3/55 PONIN 


McGwire should play the cleanup role, batting  Rodnguez was usually second in the batting 
fourth in the order Giambi saw his stats drop in ae for the Rengers last yaar, arole he 
| thesecond half of “96, but he can play several ld fill admirably agan for you He's slso a 
sons well, including left field, first end powerful catcher and few base runners will 
d base He can even be the designated hit- beat his throw to second Hill belongs mthe 
| torna pinch. Prieto and Karsay are good No Tprtching spot while Witt can be moved 
| starters, but you should trade for more pitch- round Wetteland has a ternfic fastball and a 


power 


ND ¿TEXAS SHARES LSY) 






--- JERSEY NUMBER 
CATCHER 
FIRST BASE 
SECDND BASE 
SHORT STOP 
THIRD BASE 

TOP 2 BATTERS — LEFT FIELD 

M. MCGWIRE 25/1B = CENTER FIELD 


| G. BERRDA 29/RF 
i 16/LF . GONZALEZ SRE RIGHT FIERA: 


GIAMBI 
ae 
STARTING PITCH 
"RELIEF: PIFCHE! 

































for 3 PITCHERS TOP 3 PITCHERS 















| A. PRIETO 48/SP 44/SP s 
. KARSAY 20/SP B. 36/SP P 
22/CL J. WETTELAND 35/CL RL - 
cL CLOSER 
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| $$ CHICAGO 
$ CUBS 

McRae is often the catalyst for an explosion 
offirts Place him second in the order, followed 
by Grece and Sosa Trachsel had many career 
highs last year, which is no surpnsc, given his 
Speed and stammaratings Mulholland ranks 
lower in those areas but hes a smell edge in 
control 


é 3 PITTSBURGH 
PIRATES 

You II need to play with the Pirates’ batting 
order to get the most aut of them. Kendall had 
a good rookie year and should do well as the 
second hitter Martin was the No 2batter last 
year but could be moved to No 3, 4 or 5 Fricks 
will do well in shartrelief or es the closer 


$i CHICAGO 
2 WHITE SOX 

Can you say, ‘offensive strength ? With 
Thomas, Belle and Ventura batting third, fourth 
and fifth, youshould have no problem produc 
ing 500 hits in a season from them alone 
Navarro narrowly beats out Alvarez as the No. 
{starter Hernandez tras a screaming fastball, 
but give him {ots of rest 








B. MCRAE 
M. GRACE 
S. SOSA 


56/CF 
17/18 
21./RF 





K. ELSTER 
A. MARTIN 
J. KENDALL 


F. THOMAS 35/1B 
A. BELLE B/LF 


R. VENTURA 23/3B 





46/SP 
45/SP 
51/5P 


S. TRACHSEL 
T. MULHDLLAND 
M. RDJAS 


át MILWAUKEE 

T$ BREWERS 
The default. batting orderis good for both runs 
and stolen bases fllocanbat anywhere 
from first to fifth D'Amico had some racky 
times in his rookie year, but he's promising 

His ERA Is a bit high and his stamina only 
average (keep a lid on the pitch count), but he's 
well balanced 


F. CDRDDVA 
E LOAIZA 
J. ERICKS 


ğ 1 CINCINNATI 
US REDS 


If you go for RBIs and not homers, the Reds will 
do well by you At 29, Sanders is rn the prime of 
his career, and you can count on the right-han- 
der tobat 300 and steal alot of bases, too 
Burba ts a starter again, but send him back to 
Teliet if he falters Trade for more pitching! 





26/3B 
14/0H 
32/1B 


J. CIRILLO 
D. NILSSON 


H. MORRIS 
B. LARKIN 
R. SANDERS 





J. NAVARRD 
W. ALVAREZ 
R. HERNANDEZ 


3B/5P 
40/sP 
39/RL 


Eè SAINT LOUIS 

= CARDINALS 

With Jordan, Gant and Lankford in their default 
spots, you should be able to bang out 70+ 
homers fromthem on the year After so-so 
stints with San Diegoand Seattle, Benes 
‘Andy, nat Alan) has finally settled dawn. 
Expect great speed but little control from this 
veteran nght-hander 





B. MCDDNALD 
J. D'AMICO 
D. JDNES 


pi CLEVELAND 

H INDIANS 
With the acquisition of Wiliams, Thome 
becomes the sterting first baseman, but he 
certainly won t give up hrs rale as a top produc- 
er Move Thome into cleanup if he shitting 
well Nagy wall give you lots of strikeouts, 
with McDowell close behind Mesa has speed 
but nolegs 


J. SMILEY 
D. BUREA 
J. BRANTLEY 


é 2 MINNESOTA 
VS TWINS 
Knoblauchisa rockas the leadoff man At 
40, Molitor continues to amaze as the No 3 
hitter Play with the No 2 spot tosee who 
can get on base consistently to give Molitor 
a chance to drive n more runs Control is 
Tewksbury's strength, but he may give up a 
few too many homers. 








| MI. WILLIAMS 
| D. JUSTICE 


C. KNDBLAUCH 
P. MOLITOR 





| c. naoY 
| 4. MCDOWELL 


J. MESA 


ót HOUSTON 
¿ASTROS 

The Astros don t have power, but they can 
weer you down with base hitting As long as 
you can keep the pitching in sync, this team 
could go far Reynolds is a reliable workhorse 
who will give you lots of innings and strike- 
outs Kile can do the seme, but hes less 
consistent 


B. TEWKSBURY 
R- AGUILERA 


Like the Astros, the Royals rely on consistent 
base intting, not the long balt, to score runs 
More than half your starting players have 
above average defense stats, so take advan- 
tage of that Belcher will be a key starter 
somewhere below Appier, and don't be afraid 
tobumpup Rosado 





c mae — 
J. BAGWELL 


7/28 
5/1B 
14/cF 





J. BELL 
J. KING 








5 REYNDLDS 
D. KILE 
B. WAGNER 





@ mnrenoo rower 


T. BELCHER 
4. ROSADD 


. STDTTLEMYRE 
BENES 
DSBDRNE 





a 7 ae 


| percentage 


ATLANTA 

BRAVES 
With the above average sp sedratings across 
the board, you could make base stealing the 
Braves’ trademark move. Add in same base hit 
ting, and the Bravas could became tha league's 
RBI machine. Your top three pitchers shauld 
give you lots of complete gamas with no relief 
pitching ne «ded. 


& PHILADELPHIA 
PHILLIES 

vuefteries is leadoff batter, but you might 

Switch him with Morandini tf Morandini can 

getonbas and steal consistently, this will 

Mal. Jefferies, Brogna and Tortabul! even 

Mare threatening, Theres little stamina in the 

Totation, so qo to tha bullpen often. Bottal 

is your closur 








K. LOFTON 
€. JONES 
E. MCGRIFF 


G. JEFFERIES 
R. BROGNA 
D. TARTABULL 





J. SMOLTZ 
G. MADDUX 
T. GLAVINE 


& E BALTIMORE 
$ ORIOLES 


if you're talking RBIs, you're talking Orioles 


| Six of your starters batted over 270 and had 


82+RBIs for "38 As for pitching, don't let the 
high ERAs fool you Mussna, Key and Erickson 
ali have superb control. With afive-man rote- 
tion, you'll have no problem holding a.500«- win 


€. SCHILLING 
M. LEITER 
R. BOTTALICO 


E NEW YORK 
EF YANKEES 

Here's another powerhouse AL team that 
won't disappoint Picking the top three batters 
out of the lineup was nit-picking, indeod Yau 
won't get much long relief from the bullpen, 
but Rivera can give you two solid innings (and a 
scorching fastball) as your No 1 closer 





PE JR. PRESENTS: M 


de MONTREAL 
EXPOS 
Brudzitanek and White can stay where they 


are, but you might try putting Rodriquez into 
"tho cleanup spot after White Bullinger 
Teturns toa starter post after some time in. 


| the bullpen His control leaves something to be 


desired but give him s chance in the No 2 spot 
behind Martinez. 








9/CF 
25/1B 
B/3B 


. ANOERSON 
. PALMERO 
. RIPKEN JR. 





21/RF 
S1/CF 
24/15 


P. O'NEILL 
B. WILLIAMS 


| H. ROORIGUEZ 


4/ss 
40/LF 
22/CF 


M. GRUOZILANEK 








| MUSSINA 
J. KEY 
S. ERICKSON 


é 3 FLORIDA 

US MARLINS 

Sheffield Bonilla and Alou all have high power 

and batting stats Brown's e “three-fer” with 

great speed, phenomenal control and gobs of 

‘stemmna, which helpad him attain a major- 

league leading 189ERA last year Your No 1 

Ae Nen, is right on his heels with a195 
RAL 


A. PETTITTE 
M. RIVERA 


úl BOSTON 

E RED SOX 

Besides impressive batting and defense, young 
Mr Garciaparra has shown solid base running, 
‘something yau Won t sec from many Sox. 
'Naehring had it toughan96, but you can count 
nim and Vaughn to swing E, It'sabit 
‘scary when a reliever (Slocumb} has your 
team’s best ERA 


45/SP 
S2/SP 
41/CL 


P. MARTINEZ 
J. BULLINGER 
U. URBINA 


€: TORONTO 

BH BLUE JAYS 

Delgado shows signs of breeking out ase 
power hitter, buthe'll need more seasoning 
For variaty, you might put Delgado at first base 
end have Carter be DH from time to time 
Hentgen returns as Toronto's ace pitcher 

Place Clemens and Guzman m the No 2 and No 
3spots 





10/RF 
24/3B 
18/LF 


G. SHEFFIELO 
B. BONILLA 
M. ALOU 


N. GARCIAPARRA 
M. VAUGHN 
T. NAEHRING 





C. OELGADO 
J. CARTER 
E. SPRAGUI 


25/DH 
29/1B 
33/3B 








27/SP 
32/SP 
31/CL 


K- BROWN 
A. FERNANOEZ 
R. NEN 


¿NEW YORK 

US METS 

Johnson had a ternfic 96 season, marking his 
return to the NL with a 333 average and 69 
RBIS You might switch Olerud wrth Baerga in 
the order, but keep Gilkey and Hundley where 
they are Mets’ pitching won't thrill, but at 
fezsi Franco and Jordan can menage low ERAS 
mrehet 


T. GOROON 
| A. SELE 
| T- WAKEFIELO 


é ¡DETROIT 
TIGERS 

Fryman has been bumped back to third base, 
buthe can play shortstop well, too Withhs 
320 average and 81RBls, move Higginson to 
the heart of the order An 

Johnson's numbers last year Expect better 
things from him, especially with his good 
speed and stamina. 





L. JOHNSON 
B. GILKEY 
T. HUNOLEY 


T. FRYMAN 
T. CLARK 
B. HIGGINSON 





M. CLARK 
B. JONES 
3. FRANCO 


J. THOMPSON 
O. OLIVARES 
T. JONES 


P. HENTGEN 
R. CLEMENS 
J. GUZMAN 
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Player's Poll—Volume 99 














Here's the deal: Fill out this card and send — NT bed 

it to us, and you'll have a shot at winning Address — MBA | janr A ari 

some super prizes in this month’s Piayer’s t ies MAT SEU MUN) 

Poll Contest! City State/Prov apreta! == 


Check ouf the Ist on paga 108, Ihen write down the numbers for your 
five favonte games in order of preference, with your top choice first 


A Super NES 1. Be E E y E 
B GameBoy 1 2 3— .4 .5. 
C Nintendo 641 2__3,__4__8__ 


D Which five products are you most interested in playing? 
2. 3 5 


pe c m 
E How old are you? 
1 Under& 2 &:1 312-14 415-17 5 1824 6 25orolder 
F Sex 
1 Male 2 Female 
G What type of game do you most like to see featured on our cover? 
1 Action 2 Adventure — 3 Fighting 4 Puzzle 
5 HPG $ Simulation 7 Sports 


H What info do you most like fo see hyped on our cover? 


1 Codes 2 Previews 3 Reviews 4 Exclusive information 
5 Contests 6 Epic Center 


| What feature on the cover cafches your eye the most? 
1 Headlines 2 Characters — 3 Colors 


BACK ISSUE/PLAYER'S GUIDE ORDER FORM 


Catch up on the classlest Order from among the Nintendo Power 
issues listed on the back of fhis form The prices shown include 
the cost of shipping and handling 





ame 











Rus 
E Sade tonal Cc 
r u -LLLLLLLLHEI 
Tileyhene No. Membership Ne. 


Please check method of payment: 


check sr Money Ordoc Mastercard C) Ven 
(Paria ve Nuendo) 





Tradit Card Number Espirzion Date 


i y 
Cardholder's Sitnatore Telephone No. 








Caravaider’s Name 


Telephone No 


J How would you evaluate your gaming experience with the Rumble Pak? 
3 Itmade it more fun — 2 It was okay 
3 It bothored me 4 [haven | tried the Rumble Pak yet 


K How would you evaluate the Rumble Pak's performance? 


1 Itrumbled too much 2 M didnt rumble enough 
3 It rocked my world 


L. Would you like to see more games made compatible with the Rumble Pak? 


1 Yes 2 No 3 f don't care 
M Do you plan on buying extra Rumble Paks? 
1 Yes 2 No 


N Does GaldenEye's compatibility with the Rumble Pak make the game more appealing to you? 
1 Yos 2 No 

Thvia Question In Star Fox 64 wi 

Answer 


Mail in your card now, and keep your fingers crossed! 









kind of animal Is Peppy? 


ETC" A FON, 


This season, the weather's not the only thing that's heating 
up! More and more games are blazing on ovor, so you're 
going to need the help of the pros to avoid getting smoked. 
Our Players’ Guides and Nintendo back issues are stuffed 
with the hot info, strategies, tips and tricks that'll help you 
burn the competition. And if you need time to cool off, sit 
back with the breezy comic book adventures in our 
Graphic Novels. So stock up and keep your gaming on fire! 
To get the goods shipped straight to your home, send your 
order form to: 


Nintendo Power Magazine 
P.O. Box 97032 
Redmond, WA 98073-9732 
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aS 














Quantity 


(met 5 ol each issue) 


#35400 
#35368 
#35380 
#35337 
#35388 
#33550 
#33548 
833548 
#33547 
#33545 
#33545 
#33544 
#33543 
#33542 
#33541 
#33540 
#33539 
827658 
235514 
#33847 
433946 
233103 
232590 
#28404 
#27127 
#26641 
#24948 
#20635 


Volume 38 (July 97) 
Volume 87 {June 87) 
Volume $8 (May '97} 
Volume a&{Apr 97) 
Volume 34 (Mar 97) 
Volume 32 (Jan. 92) 
Volume ¿T(Deo 38) 
Volume 30 (Nov. 38) 
Volume 83 (Oct. 96) 
Volume $8 (Sept 96) 
Volume 87 (Auc, 98) 
Volume 85 {July 96) 
Volume #5{June 98) 
Voluma 84 (Mey 96) 
Volume 83 (Apr 99) 


. Volume 82 (Mar "36) 


Volume 81 (Fab. 88) 
Volume 87 (Dec. 94) 
Sot (Va! 80-35} 
Set (Val. 74-79) 
Set (VoL.6973) 
Set (Vol 56 61) 
Set (Vol 44 46) 
Set (Vol 32 37) 
Set (Vol 26-31) 

Set {Vol 20-25} 
Sat {Vol 13-19) 
Set{Vol 15) 


us 
Price 
$550 
$550 
$550 
$550 
$550 
$550 
$550 
5550 
5550 
$550 
$550 
$550 
S550 
$550 
S550 
5550 
S550 
5550 
$25.00 
$2400 
$2400 
$24.00 
$24.00 
$2400 
$24 00 
$2400 
$2400 
$24.00 





Canadian 
Price 
$200 
$7.00 
$100 
$700 
$200 
$200 
57.00 
$200 
$700 
$7.00 
5700 
$7.00 
$220 
$700 
$700 
$7.00 
$700 
$700 
526 00 
$2500 
$250 
52600 
$2600 
52500 
$2600 
$2500 
$26.00 





$2500 





Nintendo Power 


P.O. BOX 97062 
Redmond, WA 98073-9762 


‘Total 


E 
13 
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puna 


Cr 
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ema 
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es ana vata mot na et o A ey ed moti: co cda pg ada. 


Mer do Se istar 





Place 
First Class 
Stamp 
Here 











Strategy Guides 








#29121 Final Fantasy [Vol TM 5550 
110587 SuperiVanoBros.3(VoL18) — 8550 
Players’ Guides 
#35825 StarFoxt4 $13.00 
#35578 MeacoKart 64 $1100 
#30576 2 UKC0weKovsDedieTese $1300 
134484 —  SuperManofá $1300 
534039  — — — .  SuperMenoRPG 513.00 
132588 DKC2 Daddy's Kong Quest $1300 
#32023 ‘Super Mano Wearid2: Yoshis Island $1300 
#33340 Chrono Tagger 51800 
#32587 Kiterinstnet s1300 
#30143 Donkey Kong Country s300 
#28022 Super Metroid 31300 
427645 Streetfighter Turbo $1500 
E ManaPant $1300 
425058 TopSecretPasswordSock — $1800 
425013 Zelda—ALinktethePast — $1800 
#24330 Super NES. 51500 
122403 NES Gama Atlas $1500 
Graptuc Novels 
#27882 Leyend of Zelds Comic Book — $1300 
427643 Super Mano Adventures Corrs Book. $12.00 
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"Wesfnglor State soTonte sat 3 sales ton Inle subtnta vy O86] Ofer a fla 
ales lasti Allow rar taciones fer diver Enclase ths card aleng wth your part 
rre caré morus ha stamped envelope aa to rs adds 

Nistenda Power Mogae 

BO, Bae STU 

Escimaod WA 88073-3732. 











@ ssrew90 rower 
















YOUR VOTE 
counts! 


"OU CANT 





OFFICIAL CONTEST RULES 


No puroinao racessary Ta entor, elther 
fill out she Players Poll responce card st 
pring your name, address, telapkona 
mumbo, Vel. $3, and the auswar te the 
trivia. 
Mail your entry ta this adress: 








NINTENDO POWER 
PLAYER'S POLL VOL. 99 

PO BOX 97062 

REDMONO, WA 99073-9762 


must ho postmorked no lefor thou 
Soptemher 1, 1887 We ore nat responsi- 
bie for lost or misdirected mad On or 
ebost September 15, 1997, winners will 
he randomly drawn from among all eligi- 
hle entres. By secapting thew prizes, 
‘winners cousènt ta the use of their 
omes, photographs, or other lihenessns 
for the purpose of adverbsomente or 
Promotrans ou behalf of "Nintendo 
Power” magozme ond Nmtendo of 
Amencv inc. (NOA) without further com- 
pensation Prizes ore lmited to une per 
household. Chaneee of wmmng are 
detormmed by the total namber of 
eotues resomed. The retio of praes to 
entry cards distrihutad rs 56 7,000,000 
Mosubistitunon of pnzes.is permitted. Ail 


a ne entry per person, please. All entries 





"mm 


"t sni 





Become a Mace arcade ace! a 

Well get you started with a ü 

bag of quarters! S 
Ard 


ace for your N64! 














send your request to the 
address above after September 30, 1997 
GRAND PRIZE. The Grand Prize Winger 
will recewe a Meee The 


for the Nintendo B4. Some restrictions 
apply. Valid only 10 the BS. and Ceoads 
Void where: prufmbetoyt by law Not open. 
amployees of NOA its affiliates, 

2 oF their mmodrate faritre=: 

The contest is subject to oll federal, 


————— wiht — AY tote ont foeal tows ond ropuletions | 






Became #ilighiened 
In a Power Ti 




















HOW 


ou can't afford to waste any ime 
y crossing Hoth's fragmenting hallway 

Run along the right side of the corridor. 
as fast as you can, then leap to clear the 
expanding chasm near the door If you're 
playing Jedi or Hard mode, the storm troop- 
ers waiting at the end of the hallway are a 
deadly obstacle Use a Seeker Missile and 
fire your blaster repeatedly down the hall 
way before you start your run This way 
you'll take them out before they can hit you 





STAR 


-SHADOWS OF THE EMPIRE .-— 
D0 


ARS: 





= RY 





a e MES a 





— 


LEER THROUGH. 








Runas fast as you can down the right side of 


Hoth s spiitting corridor, then leap across the 
expanding crevasse at the end 





[2j | 


HOTH'S COLLAPSING HALLWAY? — 











If you're playing in Hard or Jedi made, use Seeker 
Missiles on the storm troopers waiting for you 








ou'll use the jetpack to cross the 
y chasm in the Gall Spaceport Your 
jetpack has a limited amount of 
thrust, so the key to making a safe cross 


ing 1s planning your route before you 
blast off Line yourself up with the rock 


go 1 
i 


L 


Use the jetpack to hop across tiny platforms 
dividing the chasm in the Gall Spaceport. 


(© NINTENDO POWER 





platform you're trying to reach before tak 
ing off Jump toward your landing target, 
then engage the jetpack Conserve fuel by 
traveling in a straight line—don't waste 
valuable thrust power by moving side to 
side. The top-view perspective is ideal for 





[ES] t x 
d ient ¢ y 


Pick your destination before you jet, then con- 
serve your fuel by travalingin a straight line. 


at the end of the fragmenting hallway 
Ji 


centenng Dash over the landing area, but 

t's hard to see potential hazards in the 
distance The Gun Turrets here are 
designed to distract you and waste your 
fuel, so use your Seeker Missiles to 
destray them as quickly as possible 


2m — 
| ium 
k : 





Dan t waste time or fuel Fire your Seekers at 
the Gun Turrets to quickly eliminate any threats 














lunder Bear blurts out a secret 
B about four rocks, which refers to the 

entrance of the Lost World To get 
there you must have the Hover Craft or 
the Turbo Ski Motor your way above 
Kremwood Forest on the Overworld 
Screen and circle clockwise around the 
outside of the four boulders while hoid- 
ing the Y Button If you circle enough 
times, a volcano will rise out of the water 
This 1s the entrance to the Lost World 


is DOUBLE Ti 


| 
y 


Blunder Bear blurts out the secret about the 
four racks leading to the Lost World 


ENTER THE LOST WORLD? 








PERES THE WARP BARREL I 





a 
ded 
any players consider. Riverside. 
m Race to be the toughest level in 
Kremwood Forest If you're tired 
of trying to flee from the biting swarm of 






" 


bugs, you can warp your way to the end 
of the level by jumping into a hidden 
Warp Barrel Have Dixie and Kiddy run 
to the right unt! they cross the level's first 








body of water Stand on the right bank of 
the pond and have Kiddy leap and toss 
Dixie up and to the left If your aim is 
nd in the Warp Barrel 








If the bombinating buzzing of these biting bugs 
are busting you up, leap mto a Warp Barrel 


Lead Dixie and Kiddy across the first pond, then 
stand on the right bank and do a Team Toss, 














Barel Drop Bounce is one of the 
toughest sequences in the entire game 
While you can make the crossing using 


I eaping across the four falling barrels in 


T ous nS ELS yy 






Week je AO oe 
Climbing up these four falling barrels is consid 
ered one of the toughest challenges in DKC 3 


Kiddy, Dixie's light frame and hovering 
Helicopter Spin make her an ideal candi 
date for this challenge: Try landing on the 
first barrel as tt appears on the screen, then 


It's possible to make the crossing with Kiddy, 
but Dixie i5 easier to use on fang leaps 






RAREL 


If Kiddy leaps and throws Dixie high above the 
water, she Il land in a hidden Warp Barral 


Jump across the other three as quickly as 
possible If you spend as little time as pos- 
sible on each barrel, you'll have no prob- 
lem completing the rest of the level 
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wire 





erin 


ou'll necd to reach the underwater 
y 1unnels in the Havoc District if you 

want to max out your Radiation 
Dispersal Unit (RDU) score. Blast off in J 
Bomb and land on the cliff above the Blast 
Corps truck On the ledge you'll find a dark 
patch of grass If you step on the grass, 
you'll drop down inside the tunnel level 
Exit ]-Bomb and leap into the Muscle Car 
to sweep up the remaining ROUs 


BLAST CORPS 


XUU DO I REACH THE HAVOC DISTRICT T TILIELS?. 


While flying across the lake , many players spot 
these easy to see but hard to access tunnels 


Step on this dark square of grass to fall dawn into 
the tunne! Now you can: get the rest of the RDUs. 











EJ 


the Communications Tower Push the 
TNT into the block behind the train 
at the start of the level Load the Ram Dozer 


y u'll need to find the H mM to ree 





Use the Ram Dozer to push the TNT into the stone 
black behind the tram at the start of the level 


E WHERE 1s THE. EBONY COAST EDU WES TUEN? 


on kn flatbed and drive he train to D the sta- 
tion. Demolish the train station and push 
the TNT onto the flatbed Ride the train to 
the nga and ate the flatbed in front of the 


Knock over the train ‘station support poles to find 
a special explosive witha delayed fuse. 








statue After the TNT —M— you'll fir nd 
the J-Bomb Fly to the spat where the mis- 
sile transport started in the level and you'll 
locate the Communications Tower 





Fly the J Bombup to where the Missile Transport 
entered the level You Il find the tower there 











inventory af twenty missiles, you'll 
get burned at least a dozen times try- 
img to complete Ember Hamlet The 


I f you use the Ballista and its meager 





The Ballista barely has eg nidis totnish 
Ember Hamlet, but this barn hides a better vefucle 


© NINTENDO POWER 


Cyclone Suit is your ticket to easy street 
Blast the bara adjacent to the missile 
boxes to find it The suit is a massive 
mech that can flip through the structures 


ATA 





Blast the end of the barn closest to the missile 
boxes and you Il find the Cyclone Suit 





blocking the missile carrier's path If 
you're fast enough, you can demolish all 
the buildings before the missile. carner 
completes rts route 





Ths isapiecect cake! The UE Sutcancleara 
path for the missile carner within a few seconds 






orky Pig flies into a bewitching con- 
p frontation in Stage 3 A wicked 

witch and her stellar familiar are fly- 
ing around the screen Remain on the left 
side of the screen and shoot the witch 
with 50 stars as rapidly as possible After 
she is defeated, her pet star will swell to 
galactic proportions and throw a spoon 
and fork at you Shoot the spoon and fork 
before you aim at the star The star will go 
nova when you blast it 100 times 









Stay on the left side of the screen end shoot 
your stars at the witchas fast as possible 


The star will attack after you defeat the witch, 
Dodge the spoonand fork before EUN fire 








HOW BO 1 DEFEAT ELMER FUDD? 





By 


Imer Fudd is waiting for Bugs Bunny at 


I the end of Haro Beware, the game's 
final stage. Elmer is proud of his hat, 
and you'll distract him if you ruin it The 
quickest way to do this 1s to jump on the 


hal eight limes. You can throw your disk at 
Elmer, but it will take sixteen hris. Elmer will 
have a tantum when his hat is smashed 
Leap over his bullets and jump on his head. 
At this pomt you'll be eight stomps away 





from winning the game You can also use 


your disk attack, but thus method will take 
twice as many hits If you're not counting 
blows, you can speed up the battle by com- 
bining your disk and stomp attacks 


[-— bo Se 




















Thequikest way tadistractEimeristostompon You're halfway through the battle when Elmer Hf you want to speed up this: final battle, try mix- 
his hat eight times. You can also throw your disk loses his hat Now you need to jump on his head ing your head stomps with your disk attacks 
x um 








|n the USA ta 1 


» d-90D-2883- 0707 


{$150 per minute. Callers under 18 
27 [heed parental permission to call 


DSA FAST FACTS 


ln Canada Call: 
1-900 451-4400 








Orwrite-to Counselors’ Comer 
PO, Box 97033, Redmond, WA 98073-9733 





($200 permnute,Callors under 18 
ned patent permission to call i í! 




















TUROK: DINOSAUR 
HUNTER 


DOOM b4 








: What are those yellow flashes I keep. 
seeing in the Rums? 

: Those are secret passages Try searching 
around the area when you see a flash 


t Ave there different endings m the game? 
No 

3 What da the monkeys do? 

: They're there for realism Its ayunglet 











ll: ls there adifforence between saving ona 






TECMO’S SECRET OF 
THE STARS 





Controller Pak andsaving using a password? 
Ai: No. Thoresultis the same. 


A: 

B]: Ths room is too dark! can't soel 0 
Als Adjust the Brightness using the Options 

Menu. fl 

A 


Can | save my cheat options? 


l: 
(Ew 










: Canl tende gold between my parties? 
: No You can trade only items 

: Where dol go to trade items? 

: Visit the Storage House m Old Hill 


+ Where can find a Blacksmith? 
3 You'll find one m Codo 












VOLUME 99 <Q) 





hy Alexey Pajimav 


DIA TENDO POWER 


Tétria © 1987 Elorg. Original concept and design 


Tetris Plus © 1996 The Tetris Company. Tetris 
and Tetris Plus™ are sublisensed to Jaleco Li 
by the Tetris Company. 

All Fighte Reserved. : 





When the first Tetris game debuted on Game Boy eight years ago, 
the world became "Tetrisized," and the game went on to become 
the most popular ler of all time If you count the recently 
announced Tetnsphere for N64, there have been a dozen Tetris- 
style puzzle games on four different Nintendo systems Only a 
certam mustached man from the Mushroom Kingdom has sur- 
passed this record, Tetris Plus combines the original classic with 
new, 100 level puzzle adventure 










































Classic Tetris is the best-selling version that has been 
available on the ES, Game Boy and Super NES The 
object i5 to place random tetrad 








fe | shapes to form lines. Each com- 
[umm plete line will disappear and 
.[ = reduce your rising pile The 

ux E | game ends when your stack 








touches the top of the screen 


Puzzle mode uses the same tetrads as Classic 
Tetris, but the strategies you use in this game 
are different from other Tetris games you've 
played The object ıs to clear a two-block wide 
hole in the floor so the Professor can escape 
from the chamber before the chamber's spiked 
ceiling drops down and crushes him. You'll find 
additional Puzzle Mode strategies on 3 

the next page 



































Use the random tatrads to clear a 
two-block wide escape route for the 
professor through the bottom of the 
floor. The gamehas 100 stages, and a 
battery-backed memory records your 
progress and best times. 



























n. your 
SDA ee T puzzle 


mode siages Edit mode lets you create 
ten individual stages to surt your own 
game skills When you're done designing 
and testing your puzzles, the game will 
let you save the levels so you can try 
them out on your frends See if you can 
create an unbeatable fevel—then beat itt 









There are two winning strategies in two-play- 
er, Game Link Vs Mode You can create an 
exit for your professor first, or you can clear as ! 
many lines as possible and lower the ceiling 
on your opponent Players begin each game 
with the same puzzle and tetrads 





TETRIS PLUS 
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The first rule to solving a puz 
zle stage Is not to leave any 
holes between the tetrads you 
add to your stack Each time 
you leave a hole, you're mak- 
ing the puzzle harder to solve 
All the fines you add to the 
stage should be seamless 























































it's okay to drop blocks on the 
Professor—he'll move out of the 
way Just make sure he doesn’t 
climb into the ceiling 





jim [Stee 










The spiked caring can eat away 
unwanted tetrads on a junk pile stack, 
but you'll eventually have to wear 
down your tallest stacks if you 

leave holes beneath them Keep 

your Ines black-solid and flat. 
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Attack the top lines of the puzzles end 
keep a solid foundation under your 
stacks The junk piles in this steck will 
have to be reduced so the holes can be 
filled in on the bottom. 


roo rower 










Attack each puzzie line 
by line, starting at the 

top and working 

your way down to the 

bottom Stack the tetrads 
so they fill in the holes on 
each row one at a time If 
you have fo set an unwanted 
piece aside, place it on a 
solid column of blocks 
Later in the stage, after 
you've eliminated most of 
the holes in the puzzle, you 
can pick and choose your 
tetrads by adopting the 
junk pile strategy 























If you tackle each puzzle ne by line, 
your strategy ts focused and the task 


duesn'tseem overwhelming 





"SR gr El 
shaped tetrads 
are the tough- 
est blocks to 
place m the 
game Try to 
place them so 
you can fill im 
around their 
notches with 
other blocks 

































Gamers general 
ly consider the 
four-block long 
"Stick" tetrads 
to be the east- 
est to place Try 
to use them on 
sold block for- 
matons next to 
the walls 
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With the top hnes cleared, there are 
lots of options for using any tetrad ta. 
clear the blocks on the left wall 


In Classic Tetris, you ? 

had to fit every tetrad Plas E 1% If you drop this 

into your rising pile. In E sin square tetrad 
E where the 

Puzzle Mode, you can Professor ls 

grind useless pieces 2 standing, you'll 

into the ceifing by cre- i ] peed ENSE 

ating a Junk pile. The E P pee TES to 

junk pile strategy E A clear the line at 

works only if you cre- >. a 

ate a solid, seamless BN s E ajunk ple 

stack of blocks If you 

leave holes beneath 

the pile, you'll have to 

wear down the stack SA 315 By creating a 

before you can clear ^] 3 fu tach m 

additional lines and d A Mall you n 

free the professor. L elena ak Be 

strategy Grin 
Resort to using junk f eny unwanted 
piles after you've fifled H d teirads into the 


in most of your holes spiked eching 

without warrying 
about placing 
them. 

















While there are 100 puzzles 
in the game, there Is one vital 
strategy you can use to solve 
all of them. Before you start a 
stage, select a two-block 
wide hole and designate it as 
your intended exit Focusing 
on a goal helps you formulate n 
a plan to solve the puzzle Depending on the random tetrads you 
receive, you might need to change your plans and choose another exit. 
midway through the round, but it's important to keep a plan in mind as 
you stack blocks Remember that you're not trymg to clear cvery line in 
the stage—you're only aiming for a two-block wide hole, Just wide 
enough for the Professor to squeeze through and drop to the treasure in 
the chamber basement 











You can choose E 7 > 3 3 3 

the right or left k = Even if you picked the exit m 
bottom cornars as ss Em the right comer, the Professor 
your exit in this è men hes a mind of his own and he 
stage It's mpor- |. - fev] made his way over to the left 
tant to pick an exit. [resres] corner Adjust your: sraton to 
at the start of a j fit your circumstances With 
level and focus on — |. the lower hne filled m, this 
clearng a path to > ms = y Professor is ready to exit 


it 
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qon 200 FARIA 
LAP TIME 
LAP 1 00°27'58 
LAP 2 0027" 
4403 002772 
FOTAL 012248 


SUPER MARIO KART 64 


Df RE What's your best time for the Moo Moo Farm course? 
Nintendo's Mario Kart 64 Player's Guida cites 1,2219. as «n 
advanced time to:shoot for'ifi Time Trial mode, but you 
stay off the big bumps, avoid tribpifig over the pesky moles 
and pull a few extra power slides out of your racing helmet, 
you might find - way to surpass this recorthe 25 times 
leading the herd will he od to greener pastures with four Super Power Stamps. 


CHALLENGE #2 
WAVE RACE 64 


Catch a ways Bolar/bears! This month the Arena’s Wave 
Race Circuit splashes down in Glacier Coast. This could be 
one of the slickest—if ndt'thiguickest.—Wave Rice chal- 
lenges eve? to jt the pages of Arena. Just like last month's 
challenge, yól can reset the water to Calm on the Options 
menu, but Make sure ¡SEMARES picture of the,ranking screenoshowing your Current Time. The 25 
fastest times watleehill out with four Super Power Stamps ik 


CHALLENGE #3 ] 


BLAST CORPS 


Rack ‘em up and knock/sm down! How fast can ygu cim. 
POCO PAP sSiimed Course? This extremely cool level 
is shaped like a billiartteble and it's up to you to bulldoze oF 

the TNT boxes into the six eue els stuffed in each pocket, 5 
Take a picture of your best time on the ted Blast Corps high KTI WIRT TUL 
score scigen so we see your results. The 25 Fastest pool sharks will score four Supeg Power Stamps, 
good for cash off awesome gear in the Nintendo SuperzFowsersSupplies Catalog 
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ORTON- PLAZA 


rie diy 





y? Mire £29; 
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= £ 


THE SECRETS OF TIME TRAVEL AND KOOPA THE QUICK TWISTING BY THE POOL 


Here's the latest installment of twisted challenges sent in by readers. If you have one good enough 
for the pages of Power, mail it in—you might score four Super Power Stamps This ts the latest of 
the twisted greatest 






















What's your slowest ume on the Princess's 
Slide in Super Mario 64? 

—Evan Stathopulos, Littleton, CO ^ 

Can you get all the Challenge Points in 
Shadows of the Empire an Jedi Mode while 
using the Movie Camera perspective? 

—Jaron Lochner, Olympia, WA 

Can you complete the first two levels of Turok 
Dinosaur Hunter with your arrows and knife? 
—Robert Gould, Bronx, NY 





Can you finish in first place in Mario Kart 64 
after giving everyone a one-lap head start? 
—Ramon Guzman, Highland Park, NJ 

Can you fide a shiny shéll to the Bob-Omb 
Battlefield mountain sümmit in Super Mario 64? 
—Amanda Quillen, Imperial, PA & Sam 
Stanley, Clayton, GA 

How far can you getin Shadows of thc Empire. 
on Jed: Mode without taking a hu? 

—Geniale Peter Lanzo, Toronto, ON 


Answers to Volume 975 Sports Game Match Quiz: Weyne Gretzky's 3-D Hockey, Frank Thomas Big 
Hurt Baseball, Charles Barkley Shut up and Jam, Bill Laimbeer’s Combat Basketball George 
Foremans K 0 Boxing, Bret Hull Hockey '95, Mark Davis The Fishing Master, Ken Griffey Jr & 
Winning Run, Jimmy Conners Pro Tennis Tour, Roger Clemens MVP Baseball 


y 











. SUPER MARIO'64 

V Collected 126 Coins in Tick Tock Clock! 
(Volume 95) 

Los Fresnos, TX 
Stoughton, WI 
Platteville, WI 
Chicoutimi, PQ 
Burlington, NC 
Seattle, WA 
Ea Puente, CA 
Flushing, NY 
Drexel Hill, PA 
Atwater, CA 
Elizabethton, TN 
Bryan, OH 
Houston, TX 
Winnipeg, MB 
‘Three Rivers, CA 


Vincent Barton 
Scott Bauer 
Stefan Boerboom 
Fréderic Roule 
Jonathan Rryant 
Andrew Burton 
Marc Castro 
Chien-Yong Chen 
Rrian Corado 
Danie! Da Silveira 
Randy Davis 

Wes Day 

Tim Eaton 

Keith Engel 

Byan Fitzpatrick 
Colton Goodnch Altamont, UT 
Chuck Grant Pickens, SC 
Andrew Hannon-Rizza. Billerica, MA 


AVGVST NP M 


WAVE RACE 64 
Top Scores far Dolphin Parke 
(Volume 93) 

Christian Chávez San Ysidro, CA 41,13 
David Wonn Gahanna, OH — 40,310 
Vic Alexander Spokane, WA — 40,070 
Charles Brown Front Royal, VA 39,530 
Japhet Santaro 3 
David Jefferson 
George Chiu 
Mark Harpole 


Vestal, NY 38,780 
Manchester, MO 3B,575 
frandonPrall — Olympia, WA 38,540 
CJ Collins Red Rud, IL 38,465 
Michael Homuth Algonquin, IL 38,420 
Scott Tresler Erie, PÀ 38,390 
Ricky Williams Geargetown, KY 38,390 
David Kemp Omaha, NE 38,210 
Josh Puskar Spång, TX 38,210 
Michael Clark — Pelzer, SC 38,060 
David Leschak Jermyn, PA 38,040 
Joe Schurmg Elgin, IL 30,005 





Eric Kennedy 
Dan Koosed 


Aaron Laro: 
Hong Le 
Jon Lewis 
Sha Lin 
Rory Maho: 
Mike Mahr 
Brandon Mi 


Malt Novotny 
Nico Paraiso 


Ann Purcell 


ryan Razzano 
Mall Richcreck 
Jrnmy Biddle 
Timmy Robinette: 


CMXCVII 


Bryce Hafakeyama 
cett Hayden 


ARENA 





Nitatia, GA 
Wilmington, OH 
ake Worth, FL 
Fort Worth, TX 


Destrehan, LA 
Norwalk, CT 
Manchester, MI 

Iver Spring, MD 
Carlton, MI 
Chula Vista, CA 
Caigary, A8 
Batavia, IL 
Houma, LA 
Eden Prairie, MN 
Kent, WA 
I ... Reelleville, NJ 

77 Shrewsbury, MA 

Lawrence, MI 
‘Washington, NC 1 
Kegley, WV 


ck 


od 


ichel 





Ty Henrie Neola, UT Pascal Lemieux St-Antoine, PQ 38,000 Japhet Santaro San Franciso, CA 
Kyle Houíf Luray, VA Israel Knight Dove Creek, CO37,970 Stephanie Marshall Skanec, MI 

Roberl Jennings Reaufort, SC Daniel Hormaza Hatillo, PR 37,880 John Slump A Sioux City, [A 
Michael Johnson ‘Weatherford, TX Craig Doughman Delaware, OH 37,550 Matthew Spoor North Attleboro, MA 
Luke Kessler Lakeshore, CA Jonathan Bryant Rurlinglon, NC 37,470 Kelley White Atlanta, MI 

Garrison Kane Kettering, OH Cody Jarrett. Scoltulle, MI 37,465 Bobine White Strathmore, AB 
William Koehn Tucson, AZ a 2 | Bradley Wilson Van Ruren, AR 






































Racme, Wh, 
Chateauguay PO 
Northwood, OH 


Danny Kroll 
David Lacoste 
Zach Lark 


PILOTWINGS 64 
iFmished Cresent Island's Tunnel Course in’ 
under a Minule! (Volume 93) 





. SUPER MARIO 64 
Best Time for racing Koopa the Quick! 












Hongman Leung Phoenix, AZ 1 Chivas Andrese Sussex, NJ 0.48 33 — Wolaine 93) 

Albert Lin. Vicksburg, MS L0 Ty Henne Neola, UT 049.18 Blake Bloomquist Medford, OR 0181 7 
Eric Lopez Dallas, FX Dartea Johnson San Rafael, CA 04997 Billy Horst Fountain, CO 0151 

Chris Malmquist Richmond, V Paul Carlson New Hope, MN 0.51.91 Tom Kinnéary — Morranville, Nj OB 

Nick Matyas Santa Rosa, CA "Jamie Cosenza — Peor, IL 052.44 Jonathan Leung Edmonton, AB 013.1 
Christopher Melanson Pefit Etang, NS “Casey Foster Bothell, WA 0.52.60 Andre Newman White Plams, NY 0181 

Andy Mrkva —Sylvania, OH Larry Palacio Colton, CA ., 05656 Adam Stewart” Chetwynd, BC 0181 
Samuel Penon E aso, TX Chris Webb Pensacola, FL 0:5712 Phil Richards Ajax, ON 9152 

Lorie Reece Lincolnton, NC Jordan DiCarlo Lake Peekskill, NY — 0:57:39 Vincent Chan North York, ON 0183 

Somer Rios “Fastin, CA Krad Rournival Manchester, NH 05756 Jeff Dolan Wakefield, MA 0153 

Jason Rockwell’ woi, MI Craig Doughmgn Delaware, Otta ~ 05609 Mark, Eddi Armprios, ON 0183 

Joe Romana” Warwick, RI Aaron Rell -Manton, MI. 05927 Kisbey, SK 0:18 3 

Derek Saclolo — Palmdale, CA. A ar ae ui Gypsum, CO 0183 

Matt Sagerstrand" Holbrook, NY- SUPER MARIO 64 _ Duluth, GA 0183 
Japhet Santas San Francisco, CÀ Collected 151 Stars in Big Boo's Haunt Brandon Skewes Minneapolis, MN 0153 
Braeden Shosa- ¿ML Vemon, WA. dl (Volume 92) NOS pe Wek Wolcott, CT 0183 
Christopher Slay Waukevaü dL. 7 Carson Augustine — ,., Caldwell, 1D- EU David Yoon Shawnee Mission, KS 018.3 

Jon Stephen. Santa Rarbara, CA Dantel Almeida Newark, N} Jonathan Bucca Beltsville, MD. 0:18 4 

Tim Treffert Hudson, WI Harry Brammer. Rrookfield, WI David Legendre Granby, PQ osa 
Scott Tresler — Ene, PA “Nicolas Brazeau “~~ Courcelette, QC D McDermott Downingtown, PA 018 4 
Stephen Truman ¿Grand Rapids, MI Michael Burke J d Bayside, NY Chrishan Potvin Reaupori, PQ ois | 
Jeremy Tyler Milbridge, MF Matt Burns ` London, ON Kevin Stone Farmington, NY 0184 

Mike Vollmer Great Rend, NY Mile Ricanie Maspeth, Ny Daniel Field Diamond, OH 018.5 $ 
Douglas Volpe Staten Island, NY Jeffery Calder Phoenix, AZ Shane Garza Grand Haven, MU 0185 

Mike Westíall Clementon, N] Mike Campbell Modesto, CA Aaron Greene Marysville, WA 0165 00 
Matt Wiles finghts Grove, ON RJ. Chronis Waukesha, WI Mark Sumner Raleigh, NC 018.5 

Ricky Wilhams Georgetown, KY Paul Curran Midlothian, IL Raul Barba Anaheim, CA 0136 , 
Allen Wiseman It Everett, WA Patrick Dekelly North Chelmsford, MA Ryan Rreyette Debary, FL 0186 
Jackson Wood Cherry Valley, CA Eric Field La Crosse, WI Evan Dub Fort Fairfield, ME — 0186 

Briana Wrighl. Elkton, MD. Henry Franklin Portland, OR Jordan Kislear Washington, PA 015.6 
Tommy Yoder Ridgely, WV Matt Harris Moundsville, WV Justin Fuller — Vanderhoof, BC 016.7 

Write your name. address end Member Number on Super Power Stamps Include your N64 or Super NES Address entries to 







POWER PLAYERS’ ARENA 
PO 80X 97033 
REDMCND. WA 98073-9733 


in the phota of your high score Dim the lights and 
then take a few photos without a flash If you re tak- 
ing a photo of aGame Boy, place it on a flat surface 


the back of your photo The Arena challenges fea- 
turedin this issue must be received no later than 
September 10, 1397 The top qualifiers will receive 








1 1 toA players simulhoneously B. 20 stages 
D Rumble Pak compatible Ñ 4 Gamo Sawe slots 


The clussiest Bond vehicle in decades. 


If you've ever wondered what it would be like to be James 
Bond, you're finally going to get your chance Nintendo's long | 1 


awaited GoldenEye for the N64 debuts this month and should | 


shoot straight to the top of the charts In GoldenEye's remark- 
ably smooth, first person perspective, you enter elaborate |— 
stages filled with characters and locations seemingly plucked 
straight off the silver screen. LT 
Graphically, GoldenEye takes 
first-person games to a new 
level of realism The use of | 
the Rumble Pak adds even 
more to the immersive qual- 
ty of the game, because you 
feel the recoil of your weapon i 
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shots that hit you As for 
the game play, you must 
satisfy a number of mission 
requirements such as tak- 
ing vital photos, blowing 
up communications equip: 
ment and meeting people 5 

like the heroine, Natalya The number of mission goals 
depends on the skill level you choose In the top two 
levels-Secret Agent and 00 Agent-there's more to accomplish 
and the enemies are smarter and deadlier For all of the excite- 
ment of the missions, GoldenEye has an even hotter mode of 
play in store for you As a multi-player, hide-and shoot game, 
GoldenFye rules Many of the mission arcas can become 
multi-player bauleñelds, and there are special areas that 
appear only in the multi 
player mode This month's 
Nintendo Power explores 
the mission. mode Next 
month, we'll give you the 
tactics you need to clean up 
in the multi-player mode 





Stunning realistic graphics Grest game design for one or multiple 
players Gaod use of the Rumble Pak Excellent sound Lots of hid- 
den codes. One cf the best games we've ever played. 


Qo 





The quality of the animation isso good that the death throes of 
victims may make players squeamish, 



















pem 
Arcade 


Brophles b Sanni 


Pay Central 


EMT HH EET 
E Controller Pak compatible — 11 Two Contraller option 


The orginal arcade 
Robotron was released 
back in 1984 and became 
an immediate hit because 
of its unique controls and 
frantic action Those 
qualities are preserved in 
Midway's N64 version of 
Robotron and, as you 
might expect, the graphics 
have been upgraded con- 
siderably The simple 
sprites of the original 
game have been replaced 
by 3-D robots and 
hostages The action, 
however, 15 just as fast 
and wild as before In each of the 200 stages, you appear 
in the center of a large, square space crawling with 
human-hating robots and hostages Your job is lo wipe 
out the robots and save the hostages Il sounds simple, 
but the reality is that the 
robots track you, closing in 
from their original post 
tions You must keep on the 
move and react instantly to 
threats What makes the 
controls of Robotron so 
interesting Is that you use 
the Contro! Stick and € 
Buttons for moving your character and your gun sepa- 
rately. The result is that you can run in one direction 
while firing tn another 








o Fast action. 200 levels Nostalgic 


E > Unimpressive grapfucs. Limited strategies 

















ULT) RACING CHAMPIONSHIP. | 


Ocesn-of-America/36 Megabit: 


Tar 2 glayors simultanenmsly 50 Velidos 
compatible ES 





On or off-road, MRC tokes the checkered flag. 


Ocean's Mulli Racing Championship may come from | 
Imagineer in Japan, but the rally racing format is universal 
Drivers select from one of ten vehicles including cars, dune 
buggies and even a four 
by-four sport utility truck 
The variety helps you 
negotiate the many types 
of terrain you have lo 
cover on the three cours- 
es, located at the seaside, 
in the mountains and in a 
town On each track, 
you'll find short cuts (and long cuts) that branch off from the 
main road. Part of the strategy comes from knowing where 
you can pick up speed and knowing what car handles best 
given varying road conditions Those road conditions range 
from pavement and gravel to ice and puddles At one point, 
you can even dnve through a waterfall Modes of play | 
include Championship, 
Time Trial, Vs., and Match 
Race In the Match Race, 
you go one-on-one against 
a smart computer driver 
Best of all, MRC's play 
control gives you a sense 
of tight, road-hugging con 
trol and high speed, exactly 
the combination you want in an arcadesstyle racing game MRC 
Is the first dnving game to make use of the Rumble Pak, as well 
And if that isn’t enough, you can customize courses by closing, 
off or openmg up different routes Don'l miss this month's 
Nintendo Power test dnve and our custom course designs thal 
you can challenge 








Q Good graphics Lots of raad conditions Rumble Pak compatible 
Intuitive play control 





h Only three tracks and none of themis all that long Soundisa 


"P bttinny 
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UN \JETRISPHERE 


"-9intendo/S4.Megellts e- 





tae 
Puzzle 
Graphies & Sound 


E lto2players simultaneously H 6 Stages 
1 6 Modes of Ploy 


A new dimension in puzzle gomes. 


The Nintendo 64 has 
opened up new realms of 


video gaming In the 
action, adventure and 
sports categories Now, 


with Tetrisphere from 
Nintendo (developed by 
H20) it's time to reveal a 
new level of puzzle play 
Tetrisphere takes the basic concepts of Tetris-type games 
and melds them into a true, 3-D puzzle experience In a 
nutshell, the idea is to strip away the layers of blocks that 
compose the sphere. You do that by dropping Tetris blocks 
on similarly shaped blocks on the surface of the sphere 
When you get ta the core of the sphere, you win The six 
modes of play offer up a smorgasbord of variations includ- 
ing Rescue, VS and Hide- 
And-Seek Although the 
learning curve can be a bit 
steep for Tetrisphere new- 
bies, once you get the hang 
of rotating the sphere and 
recognizing shapes, you'll | 
never want to stop 
Suddenly, eating and sleep- 
ing don’t seem quite so 
important and you can for- | 
get about school or work 
You can begin your descent 
into Tetrisphere dementia 
by turning to Powers 
review in this issue 








Qo Good graphics and sound Very involving game play Lots of modes 


‘Difficult to figure out if you don't qo through the training mode 
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ICK TOURNAMENT OF CHAMPIONS 


m 


Bowling 
prm 


H Vto 4 Players oltemating + Rating 


H Passwords 


[Tournaments 


Super Bowling on the Super NES. 


How do you improve your game if you don't take up permanent 
residence at a bowling alley? You could try your hand at 
Brunswick Toumament of Champlons from THQ, the second 
ever bowling game for the Super NES. Along with the Brunswick 
license comes the right to use the names of real pro bowhng 
tournaments and bowlers The heart of the game, however, is the 
bowling engine You can Ine up your approach and control the 
power and spin of your throw. Other options include choosing 
the weight of the bowling ball and the surface conditions of the 

7 alley As for modes of play, you 
can practice, play tournaments 
agalnst computer operated pros 
or play against your fnends 
This month, you're invited to 


learn their secrets for spares, 
strikes and turkeys 


(+) Good range of ball control Pro howters ta compete against. 
Mult! player alternating play 


ad 
ah 


EL 


T 


1119 2 pers alternating 
Y Satory- buckod memary 


V Foll stat tracking 
V 28 phos 2 expansion teams 


bowl with the champions and | 




















Gome Boy goes to the Mojors. 


The first Ken Griffey Jr baseball 
game for the Super NES still 
stands out as one of the best {ij 
video baseball games ever, 
even though it didn’t include 
the names of real Major 
League players or their stats 
All of that has been corrected 
with the new version of Ken 
Griffey Jr Presents MLB for Game Boy Along with the real 
names and numbers, Nintendo added a full stat tracking feature 
that lets you follow the stats of players throughout an entire sea 
son Don’t miss the first pitch in this month’s Griffey review 





Goad Game Boy graphics MLB and MLBPA licenses Full stat 
tracking Battery backed-up memory Trading 


Small outfield radar can be difficult touse No name editorasin — | 
onginal Super NES game 








* TETRIS PLUS 


¡Nintendo/2-Megabits 


Gama Lick 
$ Gama Play Options 


te 2 players sinsitonsousty 
Tattary-bochad memory 





Tetris ond more thon Tetris. 


The latest variation on the 
best puzzle game of all 
time adds just enough 
tweaks and improvements 
to make it a great addition 
to the libraries of Game 
Boy puzzle fans in addi 
fion to the original Tetris, 
Tetris Plus includes four 
new modes of play. The new Puzzle Mode features The ^ 
Professor-a little character who prefers to stand on the highest 
block on the screen while a spiked ceiling (or cutter) lowers 
from above. The dea is to clear the screen of Tetrads before 
the ceiling reaches the 
Professor's eggish head If 
you think that sounds 
intense, (if not a bit grue- 
some) then wait until you 
play the two-player VS 
Mode in which you are try- 
ing to spike the other player's 
Professor You can provide a 
challenge for your friends in another way, as well In the Edit 
Mode, you can conceive and build cunning puzzles for your 
friends and save up to ten of them Combining the best of the 
old and the new, Tetris Plus is a definite must For even more 
seasons to play, and some egg-headed tips on solving the puz- 











zle stages, drop in on this month's Nintendo Power review [|i 


o ve involving Edit Mods allows you to create puzzles Fun — ||: 


lode 
Q Music not as good as in the ariginal 

















Scott-Sports, Simufations, Adventures 





CB Henry--Fighting, Action, Sports 


(ED Dan-Action, Adventure, Puzzles 


— : — a = = 
lí you like the same types of games as our pro players, then check for his or her seal of approval. 


(E) rerry-RPGs, Simulations, Puzzles 
® Paul-Fighting, Sports, Simulations 


GB Leslie-RPGs, Simulations, Adventures 








Power Meter 


The Power Meter ratings 
are derived from pro eval- 


uations using a five point 
scale with five being the 
highest score possible for 
a category 








These Entertainment Software Ratings Board | 





¡cons reflect appropriate ages for players To | 


contact the ESRB regrading the rating system, call 1 800 771-3772 | 


Ae 


Teen 
M) (15+) 


arly 
Childhood 

[ER Mature 

(174) 


designated N-R 


Adult li 
Bos 


= Games Ihal were released prior to the | 
ra commencement of the ratings system are 
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WATCH 


THE INSIDE SOURCE 





NKER'S QUE 


Jo 
pker the squirrel and his friend Berri, the chipmunk, 

boa seem like cuddly forest refugees from a Disney 

sevis» buf in reality they arc hi-tech pioneers 
feplosing new territories of game play. As both devel 

Sper aod poblither for this exclusive N64 game, Rare 

Hons a new hat, at well, But our focus is on the revolutionary 
Qualities of Conker's Quest, The most remarkable thing is that 
the (Wo heroes of this pame respond to their surroundings like 
— real people. Instead of 

belaving like aitona- 
tons, which is what 
you get with most 
video game charac- 
ters, Conker and Berri 
express emotions: 
curiosity, anger, hap- 
piness. They'll also 
point out things that 
jyou should notice, such as items or baddies. The second most 
remarkable thing about this game may be the sound. Rare incor- 
[porated surround sound so that players can heat the direction of 
an approaching enemy or a distant waterfall, The background 
: music ranges from: ax 
sing-song Disneye=que 
melody in the fields 
where you begin the 
game to a more haunt- 
ing theme when you 
E enter ihe dark, dan- 
| gerous forest. In both 
Conker's Quest and 

— -= — — Banjo-Kazooie, the 
'muale iiti to reflect the state of current events. For instance, if 
you are suddenly threatenad, you might hear a new bass part 
hogin. You've pol to hear It to belleve it, Seeing is also believing 


OL 








This month, Pak Watch covers 
the games and news from E3 
in Atlanta, where Nintendo 
once again gave the video 
gaming world a glimpse of 
the future. From N64 to 
Game Boy, Nintendo cov- 
ered all the bases and blew 
away the competition with 
quality, quantity and fun. 


- MEL 


* Taunch this brave new 


















ON FUTURE GAMES 





Uiinker's Quest may be the MY GPR equivalent of Donkey 
Kong Gountry’s ACM graphics. As for the game play, Conker and 
Beris quail includes recovering more than 100 presents that 
have beep.stolen by, notorious gang of woodland hoodlums, 
There are four worlds, Seven difforant vehicles in which Canker 
and Berti can ride, and numerous items, puzzles, nares and the 
like. Movement and camera controls are based on the Super 
Mario 64 mndel. Play control was very smooth in the early ES 
demo. Initially, Conker’s Quest may seem a bit young, but when 
Rare stakes its name and: reputation ona game, we tend to think: 
that it will turn out to 
be an experience that 
will appeal to gamers 
of all ages and abili- 
ties. Proof of that will 
come in December 
when Rare hopes to 





squirrel. 
















Wh world-class games on display for the N64 from 
W Nintendo, Rare, Acclaim, Midway, Konami, and many 

ther publishers, the Electronic Entertainment Expo in 
Atlanta turned out 
to be a huge 
N64 party. Within 
the vast 44,800 
square-foot space 
of the Nintendo 
booth, you could 


play Star Fox 64% 
Arwing. fighters 
With built-in 


Rumble Pak seats, 
pose as james 
a with (ux, m and beautiful sidekicks, be one 
"people in. the world to taste the magic 
Tof Banjo-Kazooie and Conker’s Quest, 
pitch to Ken parey, Jr. from a virtual 
mound, check out |. 
a Lamborghini 
Diablo or, maybe, 
for a change of 
Wrestle a few stars from the 
WOW. Nintendo pulled out all the 
ps to show their guests from tbe 
(media, retail sector and the gaming 
industry some Southern hospitality. 
[This month's Special E3 Pak Watch 
Report covers all the action and 
news for Nintendo players from the 
land of the rising peach. 
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Quality pays, and Nintendo proved it, In 
just nine months since the introduction. of 
the N64, more than 2.6 million players 
have joined the next generation of 
Nintendo gaming. The installed base of 
N64s has long surpassed the Saturn and 
nearly caught up to Playstation, even 
though both those game systems were 
released an entire year ahead of the N64. 
The result is that Nintendo now holds 


“more than ai fifty percent share of the 


entire video game market, ranks by play 
ers like you who know a good game when 
it smacks you in the face. And the good 
times are just starting to roll. 


Nintendo’s lineup contains some of the 
best games ever seen, such as Star Fox 64, 
GoldenEye 007 , Banjo-Kazooie and Major 
League Baseball Featuring Ken Griffey Jr. 
Players also tried out the wickedly chal- 





lenging Tetrisphere and saw video pre- 
views of Mr. Miyamoto’s highly anticipat- 
ed Yoshi's Island 64, Zelda 64 and F-Zero 
64, which will probably be released in 
early 199B. Game Boy pocket's new color 
lineup will have the company of some + 





great new games, such as Wario Land 2 
Ken Griffey Jr. Presents Major League 
“Baseball, Donkey Kong Land 3, Tetris Plus 
and James Bohd 007, You'll also find a ton 
of Game Boy Players Choice games hit- 
ting the stores, including Metroid II, Dr.. 





Mario, and Donkey Kong Land. On the 
Super NES, more classics will return, such 
as Super Metroid and F-Zero along with 
two new arcade classics, Arkanoid and 
Space Invaders. Although the Nintendo 
64 Disk Drive didn’t debut at E3 as was 
rumored, it will appear at Nintendo’s big 
show this fall and should be released first 
in Japan by spring of 1998. 

With the success of Turok: Dinosaur 
Hunter, Acclaim hasn't rested on its lau- 
rels. In fact, the next two games from 


ado lu OB Cleb “98, 
on 





Acclaim might be even better than Turok; 
Sports fans won't believe their eyes when 
they see NFL Quarterback Club "98. H is 
the first North American N64 ganie to use 
the hi-res mode, which doubles the reso- 
lution to 640 x 480 pixels, and it is fright- 
eningly good. In our first real test play of 
QB Club, we were amazed to see how 
polished it was already, and the team at 
iguana has another couple of months to 
tweak this game to perfection. 

Running plays when you can see all the 
action is a new experience when it comes 
to vidéo. football games. The characters 
look excellent and move smoothly over a 
very tealistic grid iron. One cool extra 
touch is the inclusion of name tags that 
appear beside receivers during pass plays. 

Although only one camera position 
was ready for E3, the final game will 
include balf a dozen, plus a cus- 
tom camera mode in which you 
set the precise height and angle 
of the camera. But wben you're 
down on the field, what you real- 
ly want is good play control, and 
QB Club manages that, as well. 
‘the controller set up is easy to 
learn and use, 

Perhaps the best part of all is 
that NFL Quarterback Club "98 
will bring you all this quality for 
four players. Acclaim plans on 
releasing this champion in 








November, Acclaim also received plenty 
‘of acclaim for its futuristic racing game, 
Extreme-G. This N64 speedster was far 
more advanced than the previous version 
we had seen at Pak Watch. The tracks had 
complete textures and special effects, not 
to mention scattered items and enemy 
hover bikes to shoot at with your laser 
cannons. Control was still a little loose. 
Development of Extreme-G is taking place: 
in Great Britain at Probe Entertainment 
and, since it’s their first N64 title, if may 
take a little longer to complete than. 
expected. Instead of being released in 
October as planned, we belteve it will 
probably appear about almonth later. 

Acclaim didn't show any other N64 
products at the show, but their upcoming 
lingap is A including: 
Condemned, NHL Breakaway  '9B 
Forsaken} Magic: the Gathering Coin-Op, 
Turok, Ultra Sútccr, and WWE:6: The 
New Generation Good looking PE ver- 
sions of Forsaken and WWF were on dis- 
play, but none‘of these games will appear 
for the N64 befüre 1998. If the quality of 
Turok, QB Chib and Extreme-G is 
anything to go ly, this lineup will be full 
of gems. 





Midway is the undisputed king of coin-op, 


« the aristocrat of arcades, not to mention 


the duke of dunk, So it should come as no 
surprise that Midway's big announcement 
was a new- hoop game called NBA 
Hardweed Heroes. Unlike the Jam and 
Hangtime* series, Hardwood puts five 
players on each side for a true NBA sim. 
This game features all the players and 
teams, full seasons, multi-player mode, 
trades, custom players and a fast-action, 
behind-the-basket perspective. 

For excitement, nothing beat out the 





















San Francisco Rush area of the Midway 
booth, unless you're a hockey fan and you 
¿ot ^ chance to.say hi to:the Great One 
himself, in town te belg promote the sec. 
















ond N64 hockey game bearing his name; 
The NHLPA & NHL Present Wayne 
Gretzky’s 3-D Hockey ‘9B. 

For Mortal Kombat fans, the first sight 
of Mortal Kombat Mythologies: Sub-Zero, 
was the big event, although meeting live 
characters from the MK series was a close 
second. 

We also took a look at Quake, based on 
the smash PC hit from Id. This 3-D shoot- 
er features plenty of dungeons and dan- 
ger, but the graphies were. early and 
unrepresentative af this stage. 




















Duke Nukem 64, coming this December, 
boasts several new areas nof seen in the 
PC original, some new bosses and ene- 
mies, eight wicked weapons and a-slight 
dressing up due to Nintendo's rules cor 
cerning nudity. Of course, Duke Nukem is: 
more about hamburger than cheesecake 
anyhow, and this game will probably 
score a Mature rating. It will also`sċore 
with multiplayer gamers 

who take advantage of the 
four-player mode in which 

you can play competitively 
or cooperatively. 
Duke will make (A 


use of the E 
Pak, f f 

a E 

y? go 
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Top Gear Rally got plenty of attention at 
E3, which is understandable since it ie 
probably the prettiest racing game evat 






But Kemco bad other surprises in store, 
as well. The video demo of Twisted Edge 
Snowboarding playing on a giant screen 
TV wins the award for most incredible 
graphics at the show. Boss Game 
Studios should be bronzed, Enough said. 
A final Kemco surprise came in the form 
of an unexpected demo tape of Knife 


nbo le auter space. 


i A M 
Knife Edge lots yo 


dye, a game in the works at Kemco in 
Japan using an artist in the U.K, This sti- 
fi game puts you in command of a plan- 
etary assault fighter that gets dropped 
by a space carrier. Stages are scrolling 
«corridors as in Star Fox 64, but the look 
is both alien and realistic. 


THQ has dropped the dot from its name 
and taken a vow of quality for their 
upcoming N64 games. WCW vs. NWO: 
World Tour is coming along like gang- 
busters and even the real wrestlers are 
getting into the act. Several of the stars 
showed up at the Nintendo booth to 
challenge each other in a virtual, N64 
match. Tbe great thing about this game 
is that it's fun whether you like * 
wrestling or not. We also learned that 


(60) suvrenoo rower 


virtually all of fhe moves, as improbable 
as they seem, are actual moves used by 
the pros. This game -will drop in 
October or November, THQ's second 
game, alsa coming ftom a Japanese 
developer, wos much further along than 
we expected. Quest 64 (still a working 
title) now includes enemies, spells, 
weapon attacks and wide open stretch- 
es of territory, Finally, THQ announced 
that it will cereale = Game Pey game 
based on The Lost World. 


Being sinall isn’t necessarily a bad thing. 
Titus, a French publisher and developer 
of games, is proving that en the N64. 
Lamborghini 64 should be finished by 
this fall and made a surprise appearance 
at the show, (Titus was expected to 
show only video. The one drivable 
track in Lamborghini was competitive 
compared to other N64 racing games 
and pretty realistic. Fven more of a sur- 
prise was an early demo pak of Virtual 
Chess IL This chess game for the N64 
will feature multiple figure sets and an 
animated battle chess mode, The chess 
engine being used by Titus has beert in 
development aver the past seven t 
eight years and has compefed against 
18M's Deep Blue on various formats. In 
fact, it once beat Deep Blue, As a 64 
Megabit game, Virtual Chess tl should 
also be priced right when it is released 
in the new year. A very early demo of 
Superman for the N64 was shown by 
Titus also. The game, due out by the 
middle of 98, could be the first to accu- 





rately reflect the man of steel. You'll fly 
over Metropolis in à vast 3-D world, 
then zoom down to save citizens and 
foll evil plots. Your weapons will be any- 
thing at hand, say a bus or tree, while 
evil doers attack you with Kryptonite. 
Finally, we saw an early screen of Quest 





for Camelot on Game Boy. The over- 
head adventure looks Zelda-ish, but it's 
still a long ways off and won't appear 
until the summer of '98. 


mo ete ernie es 


NEA In The Zone '98 appeared only iri 
PC form, but Glen Rice of the Hornets 
appeared in person to endorse the 
upcoming cage cart from Konami. 
(After touring the Konami booth, Glen 
headert over to Nintendo for some dog- 
fighting on Star Fox 64.) Surprisingly, 
Konami hopes to have this five-on-five 
koopster in the bag by the end of the 
year, No definite date has: been set for 
The Legend of the Mystical Ninja, 
known as Goemon 3 In Japan, but 
Konami insiders say it will probably be 
early ’98 with only a slight possibility of 
the title sneaking in under the '97 wire. 
Our first play test of the game made us 
want more. Besides the pretty graphics, 
Mystical Ninja gave us lots of freedom 
io move around, collect items and use 
different moves. Konami officially 
announced that it will release Nagano 
Winter Olympics "98 next January or 
February, A very early demo of the game 
ran in the Konami booth. The game will 
include Olympic sports such as luge, 
bobsled, speed skating, freestyle skiing, 
snowboarding, and ski jumping. The 
sites for the events arè modeled In 3-D 
from the actual sites in Nagano, Japan. 
we have no new news on Dracula 3-D, 
The same tape first seen at the Tokyo 
Game Show was on display. Konami 
hopes to release the game in the first 
quarter of 1998, 











Now, for the big news. The folks at 
Konami were stunned to recei a demo 
tape from Japan on the morning that E3 
opened. On the tape was demo foot.g¢ 
ofan N64 game currently being called 
liybrid Heaven, la fact, the game looks 
like it is based on Metal Gear, a brilliant 
NES game that combined combat and 
adventure. The video was one of the 
best looking demos we've seen, featur- 
ing excellent animation, richly textured. 
3+D stages and a wide variety of action. 
Some of the scenes almost looked pre- 
rendered. We expect to see the finished 
Hybrid Heaven by the middle of 1998. 


E3 always bustles with news of new 
games, publishing deals, games under 
development and lois of rumors: 
Although af Pak Watch we don't like to 
add grist to the rumor mill, some whis- 
pers are worth mentioning. Foc 
instance, although Capcom still hast 
announced any titles for the NGA if 
seems as if the long-time vides game: 
publisher and developer is Working on 
several products. The rúnors of N64 
Capcom games range from Resident Evil 
to Mega Man and Street Fighter 3. None 
of the rumors have been substantiated 
by Capcom, iiawever, sa we just have to 
he patientifor awhile. 

Nä longer a rumor, Interplay's 
Earthworm Jim 3 à well underway. In 





named. Vis is 


Scotland, a company 
making Jim come to 
life in 3-D, 

One company that 
is heavily into devel- 
opment is Hudson 


Soft. In addition 
to Bomberman 64, 
which was shown ina 
playable version at 










































E3, Hudson also showed off Dual 
Heroes and a surprise game, Legion X, 
which places;you in control ef a battle 
robot in 2 maz- wherc you 
hunt down other 
rubots. AS a multi 
player game, this -— 
one could be very We 
cool, but the project 
is still early 

Ocean of America’s 
Mission: impossible 
has run into difficult Y 
times. Many of the orig- 
inal development team members are no 
longer with the projecBand a hew group 
from Infogrames (Dkean's French part- 
ner) has camet te finish off the game. 
Doshi is still hgping'ho complete their 


= 








rid of Obi Soft‘s Tooli Te 


mission by fall, We also saw the PC ver- 
sion of Space Circus at Ocean. The 
developers have taken a fresh approach 
to the graphics, mixing 3-D worlds and 
characters with a colorful, cartoonish 
style. A similar fresh approach was evi- 
dent in Ubi Soft's Tonic Trouble. This 
game aleo was shown in a PC demo. 
When we showed up for a peek, we had 
to wait bélind a couple of guys from 
Japan, namely Mr. Miyamoto and Mr. 
Imamura of Nintendo Co. Ltd. F-1 
Pole Position, Übi's F-1 racer, 
was hooked up to sit-down 
units with steering 

wheels for a more 


realistic driving experience, Speaking of 
steering wheels, we dropped by the 
folke at InterAct and checked out 
their mew line of licensed 
N64 controllers. The 
V. Shark and Make pads 
sport clear cases and 
'| sturdy, metal control 
A sticks, and the Shark 
also has an auto-fire 
bution. Although 
slightly larger than the 
standard N64 Controller, 
both InterAct controllers felt good and 
Tumbled like winners in our test flight 
on Star Pox 64. 

After months of hinting at several 
future games for the N64, Mc O'River 
revealed that two games are in develop- 

ment in addition to Aero 
| Fighters Assault. One isa rac» 
ing game and the other a 
realistic flight simulation. 
| Paradigm Entertainment is 
working on both of the new 
tiles. As for companies that 
want in on the N64 playfest, 
‘reportedly Lego has several 
projects ia mind, Conceptual 
Realities’ JungleBots may 
soon have a publisher, Maxis 
is planning on several Sim 
games to go along with the N64 Disk 
Drive version of SimCity, and Ocean's 
U.K. developer, DID, is working ört sev- 
eral war sims under the family name, 
Electronic Battlefield of Tomortowy 
Mindscape, once a Dream Team pub- 
lisher, dropped plans io produce 
Monster Dunk some time ago but now 
has decided to proceed 
with an N64 version 
of Paperboy. 














WP: Did you like the English version? 

Imomura: It tated welliwith the Mario Club, but I didn't like 
the voice of Bill the Dog-- 
Miyamoto: mie version with English voices and 
Japanese text best (d 
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NP: Do you plan on using the Rumble Pak with many 
otber games? 

Nintendo Power was leged to spend several hours chatting Miyamoto: Future games and older games, foo. In Japan, 
with three of the most creative and influential game develop- we're reprogramming Wave Race 64 and Super Mario 6410 use 
ment pros in the business during ES: Shigeru Miyamoto (the pio | the Rumble Pak. In Wave Race, you'll feel every wave slap 
dueg of Star Fox 64and the father ofthe Mari and Zelda: inst the jet ski. As for Mario, you should feel the vibrations 
maniy places. I think most of my games like Zelda 64 and 
Yoshi's Island 64 will make use of it. 
pment itoh: We'll probably use it in Mother 3 (EarthBound 63) in the 
battle scenes. But we've wondered if it might make the 
controller too heavy since: RPGs’ take so 
long to play. 




















would you say is the best ‘Star Fox 
Miyamoto or ME. Imamüra? j I NP: Why is the N64 such a huge success in 
I: Fox player in th J 3 North America and less of a success in Japan? 
itoh: There aren't enough RPGs. I think 
they're waiting for games like Mother 3 and 
EN Pocket Monsters 64. It’s also a matter of recog- 
nizable characters. Japanese players like to sce 


world. Right now (laughs) 


NP: What’ the best enalipla gus strategy 

Imemura: Firsty get the ftomplike the bomb or 
laser upgrade. Then stay awayfrom the other play- the same heroes used and imitated over and 
ets and lot them ‘damage each other Finally, over in games and comics. Since we make our 
swoop’in and blast them out of the sky. Mr. Miyamoto just flies own characters, like the animals in Star Fox, sometimes they're 


around the edges and gets hit (laughs). not as popular. 

NP: Js there anything special we should know about the Star NIP? What makes the games from the EAD group at Nintendo 
Fox characiers? sa special? 

Imomiure We named Falco after Carlo Lombardi, a special Imomuros Mr. Miyamoto’s supervision. He doesn't involve 
effets marin Hollywood. himself with everything, but he knows when:something should 






Miyamoto: And Pigma Dengar speaks in the Kansai dialect be done a certain way and he points that out. 
of Japan. In Kansai, people end their sentences with the word Miyomoto: We have 20 to 30 people devoted to every title 
4#dengar.” So, it’s sort of a Japanese joke. and they each give 100% to that game. I think i’ their total 
- 5 3 concentration on the project that 
makes a difference, especially in 
the final months of development. 
That sort of attention to small 
details is pretty rare. We also 
have a great programming group 
‘called SRD within EAD. This is a 
separate company of about, 200 
people who work exclusively for 
Nintendo. They know the hard- 
| ware inside and out. 





NP: How de you Balance your 
duties inside EAD with the 
[ Dream Team projects af outside 
developers.like Angel Studios or 
Paradigm? 

Miyamoto? It's getting to be 
tough. | work with about 400 
people around the world on 


(6), wwrenva power 






Nee Miyamoto takes Hight in an Arwing, 


more than a 
dozen projects 
at a time, That 
doesn’t give me 
as much time 
to devote to 
the projects I 
want to spend 

- = time "en, like 
rtupately, there are others who can take some of the 
julders, Mr. Sawano now oversees Mario Paint 64 
N64 Disk Drive software except for Mu 3d 













NP: When the N64 Disk Drive is introduced in 1998, what will 
be the first games for it? 

Miyamoto? SimCity, Mario Paint. Pocket Monsters and 
Mother 35 E 

NP: Who is responsible for developing Pocket Monsters? 
Miyamoto: A-small group at EAD came up with the idea, 
and it’s been a MN m There's even a Pocket Monster 
card game now, which is almost as big as Magic: The Gathering. 
Actually, the first Pocket Monster gante for the N64 won't bean 
RPG. instead, it will be mors of an encyclopedia of monsters. 
The second Pocket Monster 64 tle will be a new RPG. 


NP: How do you feel about including special codes in games 
for players to fiod? 

Miyamoto? Originally, codes were found In action games, 
like the old Konami code. Most people get the codes from other 
players, so it's not really part of the game. I preter for players to 
find things in the games for themselves. 1 think in the future, on 
the N64 Disk Drive, we will be able fo customize codes and 
secrets for different disks. It will be easy to have a thousand 
different codes, so all players have something special in their 
own games. 

Imarmuras | like the idea of special codes that give players a 
Tittle gift— something special. But only if it doesn’t take a long 
time to program (laughs). 


NP: How will Mother 3 make use of the N64 Disk Drive? 
Itoh: The game will make use of the writable disk a many 
ways. For instance, everything you do in the game can influence 
the outcome since the game can keep a record of virtually every 
step you take. Some of the fun things we'd like to do include fet- 
ting players customize the faces of characters. ‘You'll be able to- 
choose from many different faces, or maybe yau could oe 
Mario Paint 64 to create your own face and put it ón a Motes 
3 character, E 

NP: What can you tell us about Super Mario RPG 64 and Super 
Mario 64 li? 

Miyamato: Super Mario RPG 64 has a team of about 20 
people working on it now and it should be done by the end of 
next year. We're just getting started on the'second Super Mario 
64 game. 
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T THE NEW GAME BoY POCKET. HANDY SMALLER 
SIZE. SHARPER SCREEN. PLAYS ALL THE GAME BOY GAMES. 
SIX HOT COLORS, Slap your EYEBALLS ON IT TODAY. 











Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 


Thanks goes out to all the people who make this possible. 
From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www. retromags.com 


We are only interested in preserving classic magazines 
that are at least 5 years out of print. 


We have no desire or intention to profit from these In any way. 
So please, if you come across people trying to sell these releases, don't support them! 


Thank You and ENJOY! 
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